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“A stunning accomplishment... 
establishing the standard for 


the next generation of games. 


—Adrenaline Vault 
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Kira, escaping from the Dominion 


prison camp on Arduria, fires a captured 
Dominion Shock Blade. 
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Worf, deep in the bowels of 
te prison camp on Arduria, wielding a 
Dominion Polaron Pulse Rifle. 
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Includes for the first time 


Klingon B rel-class Bird-of-Prey 


Create your peestnal portrait asa 
Federation officer i in uniform 


Versatile new Mission Crestor 


Design and build ships for export to 
STAR TREK: DEEP SPACE NINE°™ 


DOMINION WARS 
Thon Dream It, Build It! 


www.starshipereatorwarp2.com 
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STAR TREK: DEEP SPACE NINE 
DOMINION WARS 


REAL TIME... 
REAL TACTICS... 
REAL STAR TREK 
A real-time tactical strategy game with 


phenomenal cinematic effects that will 
keep any player on the edge of his seat. 


DON’T DREAM IT, BUILD IT. 


Space combat so real you ‘Il need 
to change youre suit. 
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ENTERTAINMENT 


www. blizzard.com 


Necromancer 


Long hours of study in dank mausolea 
have made his skin pale and corpselike, 
his figure, skeletal. Most people shun him 


for his peculiar looks and ways, but none 
- doubt the power of the Necromancer, for 
. it is the stuff of nightmares. 


© 2000 Blizzard Entertainment. All rights reserved. Diablo, Blizzard Entertainment and Battle.net are trademarks or 
registered trademarks of Havas Interactive, Inc., and/or its wholly owned subsidiaries in the U.S. and/or other countries. 
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APAN, 154.2. THE LAST SHOGUNATE HAS COLLAPSED LEAVING THE NATION DIVIDED. 
You emerge from the chaos to lead your troops of loyal samurai in a brutal quest to unite the country. 
Do you have what it takes to master the Art of War and become supreme ruler of the land? Do you have what it 


takes to become Shogun? Engage enemy warlords in the largest real-time conflicts ever as vast armies collide 
on the battlefields of feudal Japan. Deploy spies, emissaries, and the beautiful geisha to cunningly outwit your 
opponents while maintaining a web of diplomatic alliances. Manage your resources as you recruit, train and fund 


an army while maintaining your lands and researching new technologies. 
This is strategy gaming at its most challenging. This is Total War! 


© 2000 Electronic Arts, Inc. Shogun: Total War and the Total War logo are trademarks of Dreamtime Interactive. 
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"ENGAGE IN EPIC-SCALE, REAL-TIME BATTLES WITH OVER | 
__ 5000 SAMURAI ACROSS MAJESTIC 3D LANDSCAPES. 
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MASTER THE ART OF WAR 
TO BECOME SHOGUN YOU WILL NEED TO UNDERSTAND 


Join the battle at www.totalwar.com 
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hen your back is against the wall, whose hands will you place your life 
in? That is one of the questions you'll face in Baldur’s Gate II: 
Shadows of Amn. Immerse yourself in a world of intrigue, adventure 
. and fierce combat where sometimes the only thing standing between you and 

4 certain disaster is a loyal ally. Allow yourself to trust, you may just allow 

~~ yourself to live. 


Control high level, advanced characters with powerful magic 
and formidable combat skills — nothing short of walking gods. 


New weapons and AD&D proficiencies (including a two- 
weapon fighting style) create unique combat options for players. 


Visually astounding 800x600 resolution brings the Forgotten 
Realms to life. 3D acceleration sets environmental and magic 
beffects ablaze. 


Fe oo 


WThe ultimate multiplayer experience in the sequel to the 
Roleplaying Game of the Year. 


Advanced DEVELOPED By 
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BALDUR'S GATE Il: SHADOWS OF AMN: Developed and ©2000 BioWare Corp. All Rights Reserved. Baldur's 
Gate, Shadows of Amn, Tales of the Sword Coast, Forgotten Realms. the Forgotten Realms logo, Advanced 
Dungeons & Dragons, the AD&D logo, and the TSR logo are trademarks owned by Wizards of the Coast, 
Inc., and are used by Interplay under license. All Rights Reserved. BioWare, the Bioware Infinity Engine and 
the BioWare logo are the trademarks of Bioware Corp. All Rights Reserved. Black Isle Studios and the Black 
Isle Studios logo are trademarks of Interplay Entertainment Corp. All Rights Reserved. Exclusively licensed 

ey and distributed by Interplay Entertainment Corp. All other trademarks and copyrights are property of their 
respective owners. 
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Time may change gaming 


S| write this column, we're a mere week 
away from the mania of the Electronic 
Entertainment Expo, more commonly 
known as £3. Journalists grumble about 
the show all the time—sore feet, inter- 
views conducted over 200-decibel 
music, more games than anyone could possibly 
have time to see, distracting booth babes, hang- 
overs, Medium tee-shirts, and too few booths 
with free beer. Tell any of these writers they 
couldn't go to £3, though, and you’d have a 
fight on your hands. Because £3 sets the tone for 
the future of gaming—gamers see the products 
that will ship over the course of the next year, or, 
in the case of Daikatana, next few years. (Sorry, 
the game had just gone gold at press time and 
I'm desperate to make my “Daikatana’s late 
joke” quota before it hits store shelves.) 

By the time you receive this issue, you'll be 
able to find all the hot E3 news at 
www.cdmag.com (and on our new sister sites, 
www.happypuppy.com and www.gamesdo- 
main.com as well), and we’ll have our annual 
blowout coverage (the biggest E3 article you'll 
find in any magazine) next issue. But it’s not 
too early to sniff out some of the trends. (Or to 
try to guess which title will become the next 
poster child for late games—our money’s on 
Duke Nuke ‘em Forever, since everyone’s for- 
gotten that Prey exists.) 

A trend we noticed at the Game Developer’s 
Conference that we think will continue is the 
doom-saying about the PC game market, even 
while sales continue to thrive. Despite all the 
consolidation, product cancellations, and mad 
(and premature) rushes to convert companies 
to online development, retail sales of PC games 
grew significantly last year. Unit sales growth 
wasn't as dramatic as it has been in past years, 
but no sane marketplace can expect to grow 25 
to 50 percent every year, forever. The market is 
just moving to a more sustainable growth rate, 
and companies that set realistic expectations 
will be able to do quite well. 

The publisher landscape will continue to 
consolidate. Gathering of Developers took a 
shot at creating a developer-driven software- 
publishing house, but the harsh realities of slow 


by Denny Atkin 


“Smaller publishers 


will continue to be 


absorbed by the few 


companies large 
enough to play the 
retail game.” 


software development and vicious retailer poli- 
cies forced them to sell out to Take 2 

Interactive. (G.0.D.’s Mike Wilson says, howev- 
er, that Take 2 will continue to allow him to run 
the division as a developer-centric operation. ) 
As it costs more and more money to get a prod- 
uct onto store shelves, smaller publishers will 
continue to be absorbed by the few companies 
large enough to play the retail game. (For an 


excellent look at this issue, see Steve Bauman’s 
“Retail Blues 2.0” article in this month’s fea- 
tures section.) 

At the same time, though, last year’s fears of 
a game market eventually owned by Mattel and 
Hasbro don’t seem to be coming to fruition. 
Mattel is bailing out of the market, selling its 
Learning Company division (which includes SSI 
and Red Orb) for pennies on the dollar. And 
Hasbro's titles are becoming ever more focused 
on 3D rehashes of classic arcade games, while 


its MicroProse division is dropping the more 
gamer-centric genres such as simulations. 
Unless Civilization III or Syuad Leader sell unex- 
pected millions, Hasbro titles may eventually be 
totally targeted at mass-market game players, 
rather than more traditional gamers. 

There’s lots of talk that broadband Internet 
connections will eventually make all this a moot 
point, making “brick-and-mortar” game stores 
a distant memory. We don’t buy it. Broadband 
is still a long way to from being ubiquitous 
(only half our editors have cable modem or DSL 
connections available, and there’s no ETA for 
those who don’t). And there are always going to 
be people who want to go into a store and buy a 
physical product with a paper manual, key- 
board chart, and so on. Just look at game mag- 
azines—despite the existence of online publica- 
tions, this magazine and our esteemed competi- 
tors have seen their circulations more than dou- 
ble since the Internet boom started in 1985. 

What broadband will do, though, is bring 
back the niches. Enthusiasts will take the extra 
trouble to find and download wargames, adven- 
tures, flight sims, and other types of games that 
retailers aren't jazzed about carrying. 

And it’s a good thing that e-tailing will come 
around to save the classic niches, because the 
big publishers are getting more and more 
wussy about funding any games that aren’t 
sequels or clones of existing designs. Game 
development already has many parallels to the 
movie industry, and eventually you’ll probably 
see retail games as the “megaplexes,” while 
online-distributed games will be the industry’s 
“art houses” showing independent works. And 
the second one of those art-house titles 
becomes the gaming equivalent of The Blair 
Witch Project, the big guys will come running 
back to the genres they dropped. 

Whatever wackiness happens behind the 
scenes, though, there’s no need to get 
despondent or negative about the state of PC 
gaming. Certainly, the future will bring some 
changes, and they’re not all going to be good, 
but in the end, the great games will keep on 
coming. (So will the lousy ones, but we’re here 
to warn you about those.) = 
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King Pong 


Nolan Bushnell and the Coast Starlight 


ast week, | made a pilgrimage to 

Portland, Oregon, to scope out the latest 

installment in the Stars! series of games. 

I'll admit | had hopes of an easy column 

topic, since Stars! developer Mare Crisium 

Studios is giving a new meaning to the 
phrase “online games.” | thought I’d grill 
designer Jeff McBride on the unique setup of his 
company—the developers of Stars! Supernova 
are scattered around the world and some have 
never actually met face-to-face. In an industry 
where Internet technology allows people from 
different countries to play games together, why 
should mere geographical boundaries be a lim- 
iting factor in the creation of those games? This 
topic, however, was abruptly derailed on the 
morning of my visit, replaced by a far more fas- 
cinating observation. 

Now I’m not sure if any of you have a pas- 
sion for the world’s most civilized mode of trav- 
el, but from this editor’s perspective, there’s 
really only one good way to get from place to 
place, and that’s by rail. As | sat in the Seattle 
Amtrak station awaiting the arrival of the 
morning's Coast Starlight, | found myself flip- 
ping through the slim pages of fine print in the 
middle of my ticket folder. And there, wonder 
of wonders, on an inside flap between the 
reservation information and a handy schedule 
planner, was a smiling, well-aged face—the 
familiar visage of Nolan Bushnell. 

For those of you who are new to this glorious 
electronic hobby, Mr. Bushnell is unarguably 
the father of graphic-based videogaming. 
While text-based computer games go back to 
the days of giant university mainframes and 
processor time purchased (or stolen) by other 
would-be users, it took a certain leap of imagi- 
nation to draw even a rudimentary picture on a 


by Cindy Vanous 


Pong is apparently 
not the most popular 


of online titles these 
days. 


TV screen and allow players to control the 
image. Nolan Bushnell once made that cogni- 
tive leap and the venerable Pong was born. 

And now the gray-bearded guru had 
appeared before me, in the very folder of my 
southbound train ticket, to announce the cre- 
ation of iPong, a Java-based online version of 
his world-changing classic. Who could resist? 
The train station sports a public Internet termi- 
nal, and at less than 50 cents a minute | simply 
had to go see for myself. And lo, there was 
Pong. For the traditionalists, a prettified ver- 
sion of the original game was available, as were 
a pseudo-3D Pong and a multiplayer version. 
Paddleball dreams come true. 

Of course, there were some basic problems 
with the concept—for one, the site’s login script 
is so wonky that you can’t use your browser’s 
Back button without ending up in the Great 
Gray Void, which leaves you only with the 
mighty annoying option of using in-page links 
and waiting for each previous page to slowly 
reload. More significantly, though, Pong is 
apparently not the most popular of online titles 
these days, since the multiplayer room echoed 
like the silence after an announcement of 
Daikatana 2. Eventually, | gave up and slaked 


my nostalgic thirst on a round or two of single- 
player paddle action. 

Sure enough, it’s just as much fun as | 
remember. Which is to say, not much without 
someone to play with and gloat at. Maybe |’! 
come back when the iPong craze catches on. 

And now, finally, the punch line. That smil- 
ing Nolan head in the middle of my Amtrak 
ticket folder was not merely an advertisement 
for his online Pong playground. No, ladies and 
gamers, this was nothing less than a call from 
the hosting site, WebQuest International, for 
financial backing. Let the industry magazines 
and consumer publications direct would-be 
players to ipong.com—WebQuest was after far 
larger fish in this train station lobby. The ad 
listed their stock symbol at both the top and 
bottom of the page, and touted the company 
as providing “a unique and innovative combi- 
nation of Internet products designed to enter- 
tain and challenge worldwide participants 
while rewarding skill with cash and prizes.” 

| would never have thought of Amtrak as a 
networking opportunity for wannabe dotcoms, 
but | suppose it does make sense. After all, as | 
believe I’ve mentioned before, rail is the only 
truly civilized mode of travel. 

Oh, while we're on the subject of online 
classic games, this month’s Hidden Treasure is 
an unlikely but thoroughly addictive little 
puzzler called Roof Rats. Unlucky tenants are 
trapped on the roof of an apartment building. 
The only way to rescue them is to systemati- 
cally demolish the building floors below by 
matching the colors of various rooms. Best of 
all, there's no time limit—you can have all the 
time you need to think. You can find Roof 
Rats in the Quick Games section of WON. net. 
And hey, it’s free. m 
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Command & Con 
Red Alert 2 


IN A SAN FRANCISCO INTERNET CAFE, AMIDST SANDBAGS AND WIRE 


netting, Russian and American flags, and a multitude of computers 
running the original Red Alert, the producers of a much-demanded 
sequel offered the gaming world a surprising E3 present. Not only 


is Red Alert 2 in development, they declared, but has been for quite 
some time, and should be finished in less than half a year. 


quer: 


For those unfamiliar with the Command and 
Conquer ‘history,” the original Red Alert took place 
in an alternate mid-20th century Earth, where a time 
travel solution to World War II led instead to the early 
rise of the Soviet Union and a protracted war with the 
Allies. As the game ended, so did the war, Moscow’s 
political prominence, and the life of Stalin. 

Despite the popularity of this setting, however, 
Westwood chose to return to their previous game time- 
line after the release of Red Alert, and take up the 
futuristic tale of sci-fi battle in Tiberian Sun. Whether 
due to changes in the interface and engine, or simply 


news rumors first looks 


[left] A psychic sensor keeps vigil and the lron Curtain 
force field charges up as this Soviet base defends itself. 


Soviet paratroopers begin their assault on the Washington 
Monument. 


There’s nothing like blowing up a beloved national land- 
mark. Next stop, the Washington Monument! 


an ebbing interest in far-future strategy games, play- 
ers failed to embrace the new title, and demand began 
to grow for a Red Alert 2. Little did gamers know that 
the game had already been in production for months. 

As the game was demonstrated, in surprisingly 
stable and coherent fashion, one fact quickly became 
obvious—not only will this game return to the story- 
line of Red Alert, but in certain ways will also be 
returning to its technology. The title is being devel- 
oped by a different team than Tiberian Sun, operat- 
ing under a different philosophy of design, and their 
goal is gameplay over glitz. (Not that Tiberian Sun 
pushed the technological edge...) Both engines share 
a common ancestor—the original Red Alert—but each 
was adapted to the needs of a specific game. As a 
result, Red Alert 2 will look and play much like Red 
Alert 1, with sharper, more detailed graphics and a 
few extremely handy tweaks. 

One interface change that garnered a good share 
of ooohs and ahhhhs from the assembled journalistic 
horde is the rearrangement of the build menu. Instead 
of lumping everything into one huge list, the tool now 
offers tabs for units, structures, troops and so on. 
Given the frenetic pace of most Red Alert games, this 
should eliminate the frustration of trying to scroll 
through a massive build list while the enemy rushes 
towards you. Construction can also be queued, as 
items from different tabs can be specified at once. 

In gameplay changes, the event favorite seemed 
to be either spies or garrisoning. Obviously (to any- 
one who ever played Red Alert), the ability to garri- 
son troops inside buildings to increase the effective- 


ness of both against the ubiquitous tank rush is a fine 
and wonderful thing. But more than a few folks 
seemed to favor the new functionality of the spy. 
These little covert operatives now resemble nothing so 
much as a spy in Team Fortress, camouflaging their 
appearance while in enemy territory and making a 
marvelous nuisance of themselves behind enemy 
lines. Spies can capture enemy technology and take it 
home to be reproduced, or even combined with exist- 
ing technology to make new unit types. The general 
feeling was that spies would be a lot of fun to play 
with, and hell to defend against. 

The major update in Red Alert 2, however, can only 
be the units. According to Mark Skaggs, Westwood VP 
and executive producer of Red Alert 2, the team is 
“balancing the game high,” beefing up the power of 
both sides in order to make the game even more 
high-stakes and faster paced. New units such as giant 
squid and Terror Drones wreak havoc on traditional 
cruisers and tanks. Trained dolphins can sense enemy 
submarines. Yuri the Soviet mentalist can control the 
minds of American units, while lvan the Mad sabo- 
tages their livestock with dynamite. Illusion tanks can 
mimic innocent trees, and remain hidden in plain 
sight until needed. Cloning machines double your 
troop production in a flash. And then there’s the 
weather machine—imagine the effect of a full-force 
thunderstorm on infantry massed in the open. 

Even the older units are being overhauled to meet 
this new paradigm—nukes, for instance, no longer 
simply cause damage in an area, they now pretty 
much slaughter a large radius and then leave the 
ground so irradiated that any unit walking across it 
will melt into a small green puddle. And the time 
travel aspect has been enhanced so that a Chrono 
Sphere can not only move your own units from place 
to place, but pluck an inconveniently close enemy 
formation from the map and, say, drop it into the sea. 
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Tanks don’t float very well. 

Another game mandate was that every attack 
would have its counter, and every tactic its foil. 
Instead of being “mirrored,” or having roughly equiv- 
alent units of each type, the Allied and Soviet sides are 
staggered, where infantry of one side may have more 
power than its counterpart, but the next unit up—a 
small tank, for example—may be far tougher than a 
tank from the opposite army. In this fashion, Red Alert 
/| designers hope to entice players into really exploring 
the strategies of each opposing nation, rather than 
simply “finding something that works—we’ve come to 
hate the words ‘tank rush’—and using it exclusively.” 

In many ways, the theme of the evening's event 
was ‘how to defeat a tank rush,” as many of the new 
and enhanced units and technologies were demon- 
strated on hapless tank formations. Troops garrisoned 
in buildings picked them apart as they rolled slowly 
down the street. Terror Drones, a sort of armored spi- 
der robot, dashed out from an enemy base, leaped 
into the tanks, and tore them apart from the inside, 
destroying both tank and drone in the process. 
Bomb-carrying dirigibles sailed gracefully overhead 
and dropped a few well-placed spoilers in the midst 
of the pack. It was sheer anti-tank mayhem. 

This isn't, of course, to say that tanks have become 
totally worthless—they re still well-armored killing 
machines, after all—but those who've come to depend 
on them as a quick solution to any tactical problem will 
probably be scrambling for cover. And with a projected 
eight-player mode in Internet or LAN combat, there 
probably won't be much uncontested cover to hide in. 

Allin all, Red Alert 2 was a very pleasant surprise; 
one which instantly invoked the nostalgia we all felt 
for its predecessor, and reminded us of the glory days 
of Command and Conquer. Whether it can fulfill this 
promise is merely hopeful surmise, as is the question 
of whether gamers will once again gripe about a 
game that stresses refinement over innovation. This 
definitely seems like a game to watch, and we’ll have 
more information in coming issues. — Cindy Vanous 


[inset] A weather-control machine turns sun into sav- 
agery with a destructive thunderstorm. 


Although cruisers are still effective, new countermeasures prevent them from being overly powerful. 
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It’s Threepwood in a 3D adventure! 


briefs 


—In the yearly stam- 
pede of pre-E3 product announce- 
ments, LucasArts has finally uttered 
those two little words every adven- 
ture gamer dreams of hearing— 
Monkey Island. The fourth install- 
ment of this marvelous series, Escape 
from Monkey Island, will be fully 3D 
(think Grim Fandango, not Unreal 
Tournament), and will chronicle the 
events following Guybrush and 
Elaine’s honeymoon cruise. No, not 
redecorating and sorting through the 
wedding gifts, but political maneu- 
vering, voodoo, thievery, and the 
Ultimate Insult Contest. And if that’s 
not enough to make you drool in 
anticipation, consider that the 
game’s development team is the 
same group who did Sam and Max 


Hit the Road... icin one 
of those staggeringly odd decisions 
likely made at 3AM after a long night 
of oyster pizza and beer, Sierra execu- 
tives have announced that big-haired 
80’s rock band Motley Crue will pro- 
vide theme music and “in-game 
sound effects” (your guess is as good 
as ours) for the upcoming Dynamix 
game, Tribes 2. Although this may be 
the oddest team-up since Origin 
Systems gave toy and comic market- 
ing guru Todd McFarlane creative 
control over U/tima Online 2’s bes- 
tiary, it sure beats hell out of handing 
the Tribes 2 contract to N’Sync... 

yve—Matrix Games 
has good news, bad news, and good 
news for wargame fans. The good 
news is that it has contracted with 
developer Frank Hunter for two opera- 
tional-scale games, La Grande Armee 
and Army of Tennessee. The first of 
these will be a Napoleonic-era game, 
the second, as expected from the title, 
will take place in the American Civil 
War. These join the upcoming Wars of 
Napoleon 1805 —1815 and Brother 
Against Brother in Matrix’s stable of 
Frank Hunter titles. 

The bad news is the cancellation 
of two anticipated updates, Pacific 
War: War Against Japan and War in 
Russia: The Eagle vs. The Bear. Due to 
Mattel’s divestiture (“attempt to sell” 
for those without a thesaurus) of The 
Learning Company and its subsidiary 
SSI, Matrix was unable to 
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Totally New More Catastrophic Intensely Challenging 
Building Sets Disasters Scenarios 


Shake down 


From Splitzville, a town torn apart by earthquakes, to Moscow, a city torn between 
the law and mob tule, SimCity 3000™ Unlimited introduces 13 challenging 
scenarios that put your skills to the ultimate test. Add to that hundreds of new 
buildings from North America, Europe and Asia, and you can build the most 
amazing cities ever. Then rebuild a city devastated by nuclear waste, or 
reunite East and West Berlin. Or even inflict on your unsuspecting residents 
one of 4 new disasters, like a huge whirlpool or a plague of locusts. So take 
home SimCity 3000 Unlimited today — and start some tremors of your own. www.simcity.com 


© 2000 Electronic Arts Inc. SimCity 3000, Maxis, the Maxis logo and Electronic Arts are trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/or other 
countries. All rights reserved. Made in the USA. 


; ___ intense 16-player action, 
_. including Capture the Flag 
and cooperative play. 


ASSAULT THE HILL BY 
COMMANDEERING.A 
TANK BRIGADE. 
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TAKE DEFENSIVE 
ACTION TO RESCUE 


For the first time ever in a Real-Time 


Strategy game, run your war from 


the traditional RTS view or zoom into 
the heat of battle using multiple 


camera perspectives. You're down in 
the trenches seeing the direct effect 
of your decisions. If a platoon eats it, 
you'll be there to count the bodies. 


This is war, up close and personal. 
Welcome to the battlefield of the 


future. Welcome to Dark Reign’2. 


“Dark Reign'2 \ooks set to take a commanding lead 
among the next wave of real-time strategy titles.” 
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a 2001 release, and we can assume that 


game’s previous level-50 


‘obtain a license to redo the classic 
Pacific War and War in Russia titles. 
But not to fret... 


The last good news is that designer _ 


Gary Grigsby has joined the Matrix 
staff, and will be working first ona title 
called War i in the Pacific: Struggle 


Against Japan 1941-1945. just goes to 
show what you can do with a little 


ingenuity, a noted designer, and afew — 


extra words in the title... Behind ya, _ 
Hutch!—Wwell, it was only a matter of. 

time. with the recent spate of televi- 
sion nostalgia i in computer games, and 


_ the development of games such as 
: Dukes of Hazzard, could Starsky and 


Hutch really be far behind? Empire 


_ Interactive says no, and has announced 
- its license to create a title based on the 
: popular 70's TV series. Little additional 
_ information is available at this time. _ 


We know that the game is scheduled for 


ie 


1970’s heartthrobs Starsky and Hutch. 


its genre is Action, but the one question 
left burning in everyone’s brain is 
“What about Huggy Bear?” Only time 
will tell... Storm watch—Responding to 
rumors that Red Storm Entertainment 
was actively seeking a buyer, the com- 


_ pany has officially announced that this 
_ is not the case. According to one Red 


Storm representative, no offers are cur- 
rently on the table, nor have any been 
solicited. In an uncommon burst of 
capitalistic honesty, however, he also 
stated that of course the company 
could be persuaded to sell... for the 


tight price... Mass emigration leaves 


continent empty—|ust as “been there, 
done that” was starting to set in and 
the light of hope was beginning to 
dawn for EverQuest widows the world 
over, Verant has extended the playable 
life of its flagship game with a new 
expansion, Ruins of Kunark. As long- 
time EQ players will attest, the world of 
Norrath was originally supposed to 
have more continents, and now it final- 
ly does. Kunark is a new land to the 
south of Faydwer, replete with 25 zones 
of new monsters, NPCs, quests, and 
future camping spots. The add-on also 
includes a new, lizard-ish character 
race, more detailed object textures, and 
a whopping graphical increase in the 
number of landscape and object poly- 
gons. Plus the ability to exceed the 
fo 
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Links 2001 


Back on Course with Some Significant Enhancements 


MICROSOFT FELT SOME BACKLASH LAST YEAR WITH THE 
release of Links 2000. Sure, the game was a solid golf 
simulation, but it was basically a re-packaged ver- 
sion of Links 99. Critics were quick to point this fact 
out and despite decent sales figures it was considered 
quite a letdown within the PC golf community. 
Microsoft is looking to change all of that when Links 
2001 hits store shelves later this year. In fact, 
Microsoft is calling Links 2001, “The most significant 
upgrade in the history of the Links LS series.” From 


what we know thus far, the company may be right. 

A brand new rendering game engine helps produce 
stunning visuals (bye-bye 2D models, hello falling 
leaves, birds, etc.) as well as “improved” physics. If 
the physics engine from Links 99/2000 is in fact bet- 
ter, it will be hard for other games to compete. 

Courses this year include Aviara in San Diego, 


Better shadowing and more fluid animation help add to 
the experience. 


Chateau Whistler in the Canadian Rockies, The Prince 
Course at the Princeville Resort in Kauai, Fred Couples’ 
Westfield Course in Clifton, Va., and the newly creat- 
ed Red Rock located in the canyon lands of the south- 
western United States. Perennial favorite St. Andrews 
Old Course has also been updated for this version. 
Microsoft has given no word whether or not old Links 
courses will be compatible with this version. 

A new Green Analyzer is also included this year. 
This is a 3-D real-time tool that allows users more 
complete views of each green’s contours and terrain. 
Each green has been re-created using the latest in 
Global Positioning System (GPS) technology. Microsoft 
now takes 500 GPS readings per green for centimeter 
accuracy of the fringe and elevation topography. 

The big news this year is the addition of the Arnold 
Palmer Course Designer Architect tool that allows 
would-be golf course architects to create their own 
courses from scratch. This is the same program that is 
used by the Links 2001 design team. 

Rounding out the features this year are 15 new 
golfer animations and personalities, customizable 
club distances (want to hit your 7-iron 130 yards on 
average’), enhanced speed of on-line play, an on- 
line tour with real cash prizes, and new training tuto- 
rials (with audio) to get new players up to speed. 

If Microsoft delivers on everything the company is 
promising, Links 2001 may very well be the best golf 
sim to ever grace a PC. We'll find out if these lofty 
expectations are met when the game ships this fall. 
—William Abner 
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Throne of Darkness 


Sierra snags Samurai swordsmen 


CLICK ENTERTAINMENT’S THRONE OF DARKNESS |S NO 
longer with its original publisher, Acclaim. Instead it 
is under the wing of Sierra. Diablo clone? Well, slight- 
ly. Yet even though Click was founded in 1997 by for- 
mer Blizzard employees Ben Haas and Doron Gartner, 
and its three-quarter overhead view is very reminis- 
cent of Diablo's, there is a bit more to this game than 
there was to its similarly scented forerunner. 

In this Action-RPG, You assume the role of a 
Japanese Warlord, and your nemesis, The Dark 
Warlord, is not happy with you—no matter how much 
you offered him your mom's best oyaku-donburi. No, 
he and his army of Shadow Warriors are out to get you, 
but luckily you have seven elite samurai on your side. 

You choose one of four Warlords to play, and you 
and the samurai charge up a mountainside to attack 
the Dark One’s fortress. The goal of the single-player 
game is to eventually defeat him, and the major 
gameplay twist lies at this juncture. After you defeat 
the Dark Warlord, you become him, and can then 
challenge others as you attempt to defend your 
throne in multiplayer battle. 

The single-player game uses squad tactics—some- 
thing we didn’t see in Diablo—in which you will “call 
plays” using four of your seven samurai (the other 
three will be governed by the Al). You'll set up your 
units in offensive and/or defensive formations, and 
let the action ensue. “Calling the right play” is an 


awfully football-esque term, but the analogy does 
exist here. 

The gameworld, deeply steeped in Japanese 
mythology, is something we don’t see often in a fan- 
tasy role-playing game—with lush Eastern settings, 
and highly detailed murals on palace walls. 
Characters will be sprite-based, but the group is 
looking toward development of a 100% 3D-accelerat- 
ed engine for future titles. Influenced by their love of 
Kurosawa films, these ex-Blizzardians are taking what 
they learned from Diablo and bringing it a few steps 
further, then turning east—far, far east. Look for the 
samurai sensation later this year. —Cindy Yans 


Go east, go east young Diablo. 
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YOUR MISSION: 
DEFEAT THE PARASITES 


ABSORB DNA: 
NO STRAIN, NO GAIN 


MUTATE ON THE FLY: 
A BILLION COMBINATIONS 


GROW GENOHUNTERS: 
TRADE 'EM ONLINE 
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© 2000 Computer Artworks Limited and Virgin Interactive Entertainment (Europe) Limited. All Rights Reserved. Virgin is a registered Trademark of Virgin Enterprises Limited. Computer Artworks is a trademark of Computer 
Artworks Limited. Evolva is a Trademark of Virgin Interactive Entertainment (Europe) Limited and Computer Artworks Limited. Interplay, the Interplay logo, and “By Gamers. For Gamers.” are trademarks of Interplay Entertainment 


Corp. All other trademarks are property of their respective owners. 


briefs 

experience cap. Oh, and plenty more 
of everyone’s favorite high-level prey, 
the dragon... john Romero found in 


secret love nest with Gary 
Coleman—Okay, maybe not, but it’s 


What’s NOT Happ’nin. 


| 

| 
about as believable as ION Storm’s lat- 
est outlandish claim—that Daikatana | 
has gone gold. To back up this alleged 
miracle, the company also released an 
updated demo. Will the world still turn 
after the product hits shelves? If the 
apocalypse doesn’t hit in the meantime, 
look for our review next month. » 


Call of Cthulu: Dark Corners of the Earth 


Lovecraftian horror oozes onto the small screen 


“ALL MY TALES ARE BASED ON THE FUNDAMENTAL 
premise that common human laws and interests and 
emotions have no validity or significance in the vast 
cosmos-at-large.” These are the words of H.P. 
Lovecraft, the early 1900s legendary master of horror 
and mystery. Now, Headfirst Productions, currently 
working on Simon the Sorcerer 3D, has begun to dip 
its creative brushes into Lovecraftian ink. In the early 
eighties, a small company known as Chaosium creat- 
ed a pen and paper RPG system called Cal/ of 
Cthulhu, which is based upon Lovecraft’s world of 
weirdly powerful creatures such as Azathoth, Dagon 
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Pay no attention to that bloody carcass on the stairway! 
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and of course Cthulhu (the pronunciation of which is 
widely debated). Cthulhu Mythos is the name of this 
world, and it will be the center of Headfirst’s new 
Action-RPG-Adventure (Pierce-Fenner-Smith), Ca// of 
Cthulhu — Dark Corners of the Earth. 

You play the role of a detective in search of a man 
who has, of all things, mysteriously disappeared! In 
your travels, you will begin to reveal the deep secrets 
of Mythos, and discover that the Great Old Ones are 
ready to rise again and rule the earth. The game is 
mission-based, or “story-based” actually, and will ini- 
tially offer four stories (each based on an original one 
of Lovecraft’s) split up into separate chapters. 

You will visit various locations such as Innsmouth 
(probably still shadowed), a mysterious fishing vil- 
lage, an Egyptian archeological dig, and maybe even 
“The Dreamlands” where dreams and reality are quite 
indistinguishable. 

Although the developers are using Kingpin and 
Quake /// as graphical inspiration, this will not be a 
shooter. Since Lovecraft’s investigators tended to run 
(un-Duke-Nukem-ly) away from danger, the game 
will be more about stealth, avoidance and strategy, 
both in the single- and multiplayer games. 

Game development began around September of 
1999, and the team is still in search of a publisher. So 
sit tight, followers of the Lovecraft legacy and inter- 
active horror fans as well—this is an excellent license 
on which to build a juicily scary game. —Cindy Yans 


* JULY 2000 


~ 
Source: Chips & Bits, Rochester, VT, Month of April, 2000} 


COMPUTER GAMES 


iad 
oO 


litle Defense 


Climax enters the ring 


BOXING IS ONE OF THE MOST OVER-LOOKED SPORTS IN 
the world of PC gaming. Not since 4D-Boxing has 
there been a game worthy of mention. European 
developer Climax is looking to change all of that with 
the announcement of Title Defence, a next-genera- 
tion boxing game that promises all the bells and 
whistles of today’s sports games as well as solid in- 
game intelligence. Climax recently made some very 
big claims in its announcement of the game, promis- 
ing excellent arcade gameplay with details that one 
would find in a simulation. 

The game breaks down into four modes: exhibi- 
tion, sparring (practice), shadow, and tournament. 
In shadow mode, a single-player will be able to 
replay a two-player game as a single-player bout. 
Tournament mode is akin to a career mode—fighters 
start out as unknowns and work their way up to the 
big lights of Las Vegas, earning cash and fame 
along the way. 

Climax is boasting that the game will have a very 
sound Al model. Each boxer will have a distinct 
personality and fighting style, going so far as simu- 
lating weaknesses and the amount of damage a 
fighter can take. The referee will even stop the fight 
and declare a TKO if things get too far out of hand. 
Title Defence will ship with a large number of fight- 
ers in several divisions. Climax has yet to give the 
exact number of CPU boxers that will be made 
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The graphics look pretty darn good at this point. 


available and what divisions will actually make their 
way into the program. 

Real-time hints and tips from a virtual trainer are» 
also planned for the game. If you are taking a 
pounding, your manager may offer a new strategy 
during the fight. TV-style commentary and customiz- 
able cameras are also planned to add some spice to 
each event. Climax is even planning to go a step fur- 
ther by adding an interactive crowd that will get 
behind certain fighters. 

Climax is planning to ship Title Defence early 
next year on a wide variety of platforms, and 
maybe then we will finally get to play a fun boxing 
game on the PC. —William Abner 
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his year’s Electronic Entertainment Expo is 

just around the corner as this is being 

written, and as the plundered forests of 

countless poverty-stricken South 

American nations begin to fill our offices 

in the guise of press releases, one driving 
question is on all of our minds—will the Snack 
Guy finally restock the vending machine in the 
lobby with Junior Mints, or will we have get 
medieval on his ass? After an hour or so of pon- 
dering various revenge scenarios such as sneak- 
ing into the Snack Guy’s home and secretly 
installing a copy of Codename Eagle on his 
computer, we eventually get bored and start 
thinking about less pressing matters, such as 
what the future might hold in store for the 
game industry. 

All journalists like to make predictions. They 
make you seem smart and savvy, at least until 
they fail to come true, at which time you can 
easily distract people by making all new pre- 
dictions. The predictions presented here go one 
step further—they have been printed with spe- 
cial disappearing ink that will, over the course 
of the next few months, fade away to reveal 
various full-color photos of Stevie Case’s design 
talent. In the meantime, here is a quick look at 
what you can expect to happen over the course 
of the next few years... 


ION Storm will announce that they have 
hired ex-Origin visionary Richard Garriott 
to help them produce Daikatana 2. Garriott, 
who is commonly referred to as Lord British 
by industry insiders and the mentally ill, will 
be allowed to wear John Romero’s royal 
crown and cape (see figure 1) as sole com- 
pensation for his employment. In exchange 
he will help the design team build the sequel 
to ION’s flagship game around the U/tima 
Ascension engine, which should run smoothly 
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Knocked out cold with a crystal ball 
by Benjamin E. Sones 


The X-Box will choose Senator John McCain as 
its running mate. 


on most high-end systems when Daikatana 2 
is released in 2017. 


Garriott’s former employer Origin will 
announce that they will lay off all their 
employees and replace them with cardboard 
cutouts of Christina Aguilera. This bold move, 
unprecedented in the computer game industry, 
will come hot on the heels of the recent pseudo- 
release of Ultima Online: Renaissance. Realizing 
that a well-designed box really can serve as a 
replacement for the presence of actual soft- 
ware, Origin will declare in a press release that 
it has no further need of its design and support 
personnel, and that it will focus all of its future 
efforts on marketing and cross-promotion. 
Ultima Online 2 will be shipped with no game 
disc at all, instead containing only an ‘N Synch 
collectible trading card, a cloth map, and a 
disc that allows you to subscribe to America 
Online at a low introductory rate. 


Our own role-playing/adventure editor, 
Cindy Yans, will be stoned to death with 
unsold copies of DreamCatcher Interactive’s 
The Crystal Key. “This is really in the best 
interests of the industry and the adventure 
genre, an incensed fan will explain as he and 
both of The Crystal Key’s other fans hurl box 
after box of the point-and-click adventure 
game at the hapless editor. DreamCatcher, 
disheartened by the flippant destruction of 
the adventure genre at the hands of Ms. Yans, 
will announce that it will henceforth make 


only screensavers, perhaps featuring little 
flying toasters. 


Microsoft’s X-Box will announce its inten- 
tion to run for the office of President of the 
United States in 2004. Buoyed by an over- 
whelmingly positive media reaction after its 
debut at the Game Developers’ Conference earli- 
er this year, the next-generation console system 
will ride the wave of good will to dominate the 
polls and become the favorite in the next elec- 
tion. President Gore, who will run for re-election 
against the X-Box, will founder under accusa- 
tions that his fill rate does not measure up to 
current standards. The X-Box will choose Senator 
John McCain as its running mate and will also 
receive various endorsements from Bob Dole, 
who will explain in a future Viagra commercial 
that his fill rate is “as good as it ever was.” 


Microsoft will be broken up into several 
monopolistic market-dominating entities. 
Justices from the U.S. Supreme Court will explain 
in a press conference that the breakup will allow 
each separate entity to pursue the domination of 
its own specific market more efficiently, adding 
that they were “really grateful that Mr. Gates 
could take the time to speak with us.” Microsoft 
will continue to focus on the development of 
operating systems, while spin-offs Microfun, 
Microhard, Microlife, and Microelection will han- 
dle the conquest of the game industry, the PC 
hardware market, American culture, and the 
2004 Presidential race respectively. m 
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Just what expectations are reasonable 


0 you're hanging out one day in your 
favorite MMRPG, when all of a sud- 
den, the server drops and tosses you 
to the wolves. You try to log back in— 
again and again and again and 
again, to no avail. How could this 
happen? Just when you (at the risk of your 
real life reputation) took the entire day off to 
play. And you were in the middle of trading 
your most valuable mace for a set of +10 
Intelligence armbands. And you were dis- 
eased and weak and stunned and mesmer- 
ized and paralyzed and charmed and lost. 


by Cindy Yans 


ment of the game; they plan lavishly extensive 
outages during which you stare at your screen 
clicking the Connect button for hour after 
bloody hour. They do these things just to make 
you balk, and after you do, they ignore your 
complaints, because, after all, they go home 
early every day and lie on the sofa swilling Dom 
Perignon, sneering about how they were, once 
again, able to screw the folks who laid down 
their hard earned cash to buy such an obviously 
incompetent product. Gleefully, they /Jaugh at 
you, thinking “Har. What a bunch of rubes—but 
look at them, they still plunk down their 


A persistent online world is, if you consider 


all of its facets, at times such a huge white 
elephant that it’s amazing that any of them 


run at all. 


And you were being attacked and beaten 
senseless—while drowning. 

What’s the first thing you think? “Lousy 
piece-of-%$"*# game,” you grumble. “I'll never 
buy another product from those piece-of-%S*# 
“holes at <insert developer here». (Oh yeah, 
you're so angry that you know exactly what 
you'd like to insert where.) Of course you know 
that it’s the game developer's job to jerk you 
around, and make your life miserable. They get 
paid beaucoup bucks to do just that. Teams of 
developers and support people sit in meetings 
day after day carefully planning lag spikes and 
server crashes. They dream up ridiculous rules 
and unreasonable restrictions; they make inane 
decisions about what makes balanced game- 
play knowing it will ruin most people’s enjoy- 


monthly fee and play week after week after 
week. Hey! Pop another bottle of that bubbly, 
why don’tcha? Hic.” 

We have been compiling a sheaf of letters 
(OK, a file of letters), several of the most recent 
of which said things like, “| wrote you a while 
ago to tell you about «insert online RPG prob- 
lem here» and I’m sure that many others have as 
well”; and “Why don’t you ever cover the myri- 
ad of complaints that have to be out there 
about <insert online RPG complaint here>?” As | 
stare at these letters, | am now inspired to 
didactically pontificate the most unbelievably 
awe-inspiring thing you're likely to hear today. 
Ready? Sitting down? Brace yourself, here it is: 
“Nothing’s perfect.” 

We hear all the time from folks who say, 


“Yeah, | put 100+ hours into Warlords III and 
then returned it. What a piece of...” to which 
we say, So 100 hours of having occupied your 
leisure time is not worth the price of admis- 
sion?” OK, perhaps Warlords is not the best 
example, but those who do pay for and play 
MMRPGs for 20+ hours a week need to realize 
that the developers know exactly what the 
problems of the game are. They have lived it, 
breathed it, slept it...long before they released 
it into your grimy user-hands. They wrote the 
manual, boxed it, shipped it, and then after 
seeing their world come to life, many have 
said, “Holy %$*#, who would have thought that 
would happen?” How could they have known 
before thousands and thousands had populat- 
ed their world? Hence to the fellow who wrote, 
“| will say this: Verant [parent of EverQuest] 
ignores its customers, and treats them like chil- 
dren. To center on one case: The manual LIED 
TO US about character statistics. The Official 
Strategy Guide LIED TO US about what the sta- 
tistics do,” one can only say, “Well, what did 
you expect?” It is apparent that the loudest 
complainers are those who understand the 
least about the myriad of components that 
must be balanced and juggled in order to keep 
an MMRPG on its feet 24/7. 

A persistent online world is, if you consider 
all of its facets, at times such a huge white ele- 
phant that it’s amazing that any of them run at 
all. It will continue to develop throughout its 
existence and things will change and disappear 
and evolve and, at any given moment in time, 
it will simply be the mere sum of its parts. 

Is that to say we should not make ourselves 
heard? Of course it isn’t. In order for a compa- 
ny to continue to improve its product it needs 
our input—constructive input, that is—not a 
heap of |-could-do-this-better-than-you whin- 
ing from what appear to be outspoken children. 
Footnote to developers: Keep up the good work. 
Footnote to the whiners: Please just stop. m 
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Early releases and action saviors 


f the flight sim genre is going to break out 

of the its newfound classification (by the 

suits who fund gaming projects, anyway) 

as a “niche,” things are definitely going to 

have to change. As | write this, three heli- 

copter sims have shipped within a single 
month. Gunship! and KA-52 Team Alligator are 
available worldwide, and Comanche vs. Hokum 
has shipped in Europe, with a US release to fol- 
low soon. 

You just have to wonder what’s going 
through the heads of the marketing depart- 
ments when companies ship that many prod- 
ucts simultaneously into a market that’s not 
meeting their growth expectations. It’s not 
just a matter of the products having coinci- 
dentally being finished at the same time— 
nobody is accusing Gunship! of being fin- 
ished.(Sim fans have quickly modified the 
game's moniker, changing the last letter to 
something we can’t print in a family maga- 
zine.) The real shame is, had Gunship! not 
been pushed out the door, it could have been 
a breakthrough product. Its environments and 
terrains are unmatched by any other low-level 
simulation, and the general design is sound 
for a game that could cross over for casual 
and experienced players. But what could have 
been a four-star sim ends up scoring just over 
two. Play-balance problems, interface diffi- 
culties (pity the gamer who’s gotten used to 
the way a helicopter’s collective/throttle con- 
trol is supposed to work), and broken features 
(such as a totally nonsensical waypoint fea- 
ture) indicate that Gunship was pushed out 
the door without listening to input from any- 
one who'd ever flown a helicopter sim before. 
Of course, it wouldn’t surprise us if returns are 
high, and word-of-mouth causes sales to 
drop. Thus, Hasbro has essentially held the 
door open for its own exit from the sim mar- 
ket, and somehow managed the contortionist 
feat of kicking itself through the doorway. 

KA-52 fares much better, and we’ll have a 
review in the next issue. Perhaps the strongest 


urbulent 


by Denny Atkin 


title of the triad is Comanche vs. Hokum. On the 
positive side, Empire released it first in Europe, 
so it’s not fighting the other two titles for shelf 
space. On the down side, however, enterprising 
and impatient flight sim fans in North America 
are obtaining the UK release from European 


books), with hotshot pilots fighting evil in 
alternate-history fighter planes that drop from 
giant Zeppelins. The missions so far are a blast, 
even if they are totally wacky. Imagine shooting 
down mini-Zeppelins that are dropping small 
PT boats to attack a disabled ship. Imagine res- 


“Heretic!” | can hear some of you cry, 
“that’s no flight sim, that’s a game.” 


importers rather than waiting for the American 
release. That means the final figures will show 
lower-than-actual sales in the U.S. Again, fuel- 
ing the fire for company budget guys who 
don't want to fund sim development in the U.S. 

While there is some level of coincidence in 
these releases, it seems likely that a rush to grab 
the market from the competition also plays into 
the release decisions. Which is ironic, because 
instead of causing gains for any one product, 
this tactic makes everyone lose. 

I've spent a fair amount of time the past few 
days playing an early version of the game that 
has the potential to turn sims around after the 
“too many F-22s, too many WWII Europe” dol- 
drums. And no, |’m not talking about the latest 
hack created from the stolen Falcon 4.0 source 
code that was illegally posted to the Internet 
back in April. 

I'm talking about Crimson Skies, the alter- 
nate history sim coming soon from Microsoft. 
“Heretic!” | can hear some of you cry, “that’s no 
flight sim, that’s a game.” Certainly, it’s not 
going to prepare you to jump into the cockpit 
of a real fighter in case they start drafting sim- 
mers to fight an alien invasion, like F/A-18 or 
Falcon 4.0 will. Despite that, it’s the most pure 
funl've had with a flight-related game in a 
long time. 

The setup is pure pulp (think 1930s serials 
combined with the classic Blackhawk comic 


cuing a kidnapped starlet—from the air—while 
blasting apart sets at an old Hollywood studio. 
Or hooking up to an enemy blimp and drop- 
ping an adventurer off so he can (via a cut- 
scene) rescue a prisoner from within. It’s all 
ludicrous, but it’s great fun. 

While the setup is unbelievable, the plane 
handling is such that you actually can suspend 
disbelief. Sure, these things roll like F-16s, and 
enemy pilots could give your average Pitts-fly- 
ing airshow pilot a run for the money, but they 
do stall out when you get too slow, and their 
performance does suffer as they get hit. Combat 
is just convincing enough to be fun. 

It's still at the alpha stage of development, 
and there’s work to be done yet. Planes are way 
too difficult to shoot down—even fighters seem 
armored like B-17s—which is definitely not the 
way it should be in an action game. We also 
hope to see more variety in voice work—at the 
moment, some of the comments from your fel- 
low pilots get as annoying as the “Chalk one up 
for the Maniac!” in Wing Commander III. 
Hopefully, these and other minor issues will be 
addressed before release. 

Fear not, flight fans, for I’m not suggesting 
we forgo Falcon in the future. But if the final 
release of Crimson Skies is as much fun as the 
beta shows the potential to be, it could get a lot 
more people interested in playing games with 
planes in them. And that’s good for us all. = 
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Great Beginnings 


Creating a design-your-dictator interface 


onventional wisdom in this industry 

states that opening cut-scenes, setup 

screens, and other non essential parts 

of the game should be developed at 

the end of a project, after the core 

gameplay is complete. Then again, 
conventional wisdom in this industry also 
states that showers are optional. We decided 
to buck convention by showering regularly 
and starting on our setup screens at the mid- 
point of the project. 

The idea for our opening setup screen came 
the way so many ideas do—copied out of anoth- 
er game. Specifically, Dungeon Keeper 2 has a 
great setup sequence, with a fully animated 
scene that the camera moves through as you 
make your choices. It looks great in DK2, and | 
had grand visions of something similar for 
Tropico. | assumed we'd contract with an out- 
side Hollywood-type specialist shop—you know, 
the places that brought Titanic to life. A few 
inquiries with these specialists helped me to 
understand why Titanic cost $300 million, and 
no, it wasn’t all spent on hair gel for Leonardo. 
Since our budget is closer to Lifeboat than 
Titanic, | rapidly grew pessimistic. 

Fortunately an answer arrived from an 
unexpected source. A local artist applied for a 
job. Brian’s previous game industry experi- 
ence consisted of work on one game whose 
total sales had reached roughly the dollar 
amount of a McDonald’s happy meal (non- 
supersized). He was still working for the toy 
company that had made that game, but was 
now stuck creating 32x32 pixel displays for 
Austin Powers-licensed LCD watches. In other 
words, he was in artist hell. 

However, close inspection of the failed game 
revealed that his art was actually very good, 
and that the game had failed for other reasons. 
We hired him, and a few days later, after mak- 
ing him bring us a generous supply of “new 
guy donuts,” we put him to work. His instruc- 
tions were highly detailed and thought out, just 
like everything around here — “Uhh... Make a 
dictator's office with cool stuff the camera can 


fly up to.” 


by Phil Steinmeyer 


Checking back with him a week or so later, | 
was surprised to see a very attractive and 
detailed office, worthy of any Latin American 
despot—plenty of guns, booze, and cigars. Our 
dictator even has a girly calendar on the 
wall—"Chicas Revolucionarias” (Revolutionary 
Chicks—who says Yanquis have all the fun?). 

As with all game elements, serious tweaking 
was required. After internally rolling out a new 
version of the game featuring the new camera 
animations, one sequence featuring particularly 


that | used for a similar scene in Railroad 
Tycoon 2: an old pocketwatch, a postcard my 
grandmother received as a child (postmarked 
Feb. 4, 1909), and a small glass paperweight 
with a picture of my grandfather in it. If 
you ve got a copy of Railroad Tycoon 2, you 
can see all these elements in the company 
detail screen (and you can even read the date 
on the postcard.) 

To reduce perspective distortion, the camera 
needs to be as far from the physical scene as 


A few inquiries with these specialists 
helped me to understand why Titanic 


cost $300 million. 


severe camera turns and rolls earned the nick- 
name “The Vomit Comet.” After toning down 
the movement, this sequence is now closer to 
“The Upset Stomach Comet,” which, while not 
nearly as clever a name, makes for a better 
gameplay experience. 

While most elements of the setup sequence 
are completely modeled and rendered in 3D, 
one section is being done by my favorite old- 
fashioned method: 2D still photography. The 
design-your-dictator part of the setup uses a 
scene with a dossier style folder on a desktop. 
You make choices from within the dossier to 
create your character. Because this entire 
sequence occurs on a flat surface, with basical- 
ly flat objects, we're able to lay it out in 2D, 
using Photoshop, then import the 2D texture 
into our 3D program (3D Studio Max), and save 
a lot of time. 

In addition to some paper and folders, | 
needed some old desktop-type items to give 
the scene flavor. | made a visit to the ultimate 
archive of moldy old stuff: my parents’ base- 
ment. | gathered some of the same materials 


possible. The scene has to be ona flat surface 
with the camera directly overhead. The only 
easy way | know of to get an angle like this is 
by setting up the scene in my backyard, lean- 
ing over the edge of the deck above, and 
shooting straight down (This gives a camera- 
to-scene distance of about 10 feet.). So at 10 
a.m. on a recent Thursday morning, | was drag- 
ging a desk out onto my back yard, putting old 
stuff on it, and leaning over the deck railing 
taking pictures. This was pretty amusing to at 
least one neighbor. Then again, my neighbors 
already think my job profession of “game 
developer” is more or less a nice way of saying 
“slacker” at best, “unemployed” at worst. 

Somehow, | don’t picture James Cameron or 
George Lucas using their backyard deck to 
shoot any crucial special effects scenes. But 
then again, The Blair Witch Project, shot for 
approximately $11, was a better movie than Star 
Wars—The Phantom Menace. Hey George, if 
you're looking for locations for the next Star 
Wars, my backyard is available—but Jar Jar is 
absolutely not allowed. = 
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[above] Just a nice drive in the forest. [upper right] Beware the lime-green Porsche. 


[right] That’s gonna be a tight fit... 


Need for Speed: Porsche Unleashe 


Get in touch with your inner yuppie in Electronic Arts’ superlative race game 


ou’ve read the review (you did read it last 

month, didn’t you?), now see for yourself 

what all the fuss is about. The latest Need 
for Speed focuses solely on the cars from the 
legendary German automaker Porsche, who for 
more than 50 years has been manufacturing 
some of the most desirable vehicles in exis- 
tence. Porsche Unleashed features over 80 of 
their rolling works of art, plus a dozen tracks 
and three different race modes. 

The demo lets you run a single player Quick 
Race against up to seven computer controlled 
opponents. You get to drive a 1994 Porsche 911 
Carrera Coupe, (the 993 to the cognoscenti). 
You can’t tune the car’s performance at all, 
but you can change its color. You can set the 
number of opponents, and there’s one includ- 
ed track, Normandie, which has a nice variety 
of locations, from the beginning wooded area 
to some seriously beautiful farmlands and 
finally some mountainous area. 


4 E NRE Racing 
BLISH R Electronic Arts 


EMENTS pentium I! 266, 32MB 
RAM, 3D Acclerator 


OVNSTALL SIZE ume 


(On one of the shortcuts, check out the couple 
sitting on the porch.) 

While there’s not really a lot to the demo, it 
does give you a good feeling for the most 
important improvement in the Need for Speed 
franchise: the new physics model. The new 
physics take into account all four wheels, 
making the car feel less like it has a pin stuck 
in the middle. You get a sense of weight 
transfer (something you'll become intimately 
familiar with driving some of the rear-engine 
models), and can get in some rather lurid 
Slides. While it’s still not quite a simulation 
(you can recover fairly easily from even the 
most horrible behavior, something the “real” 
911 punishes you for), it more importantly 
proves to be thoroughly enjoyable. 

So grab the wheel and take this most 
incredibly gorgeous game for a spin. You 
won t be disappointed. 
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Steer left/right 
Acceleration/brake 
Handbrake 
Shift up/down 
Resent car 
Change camera 
Look back 


The 911 Turbo, in the “magazine photo” view. 
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The car selection interface, otherwise known 


as the "drool screen.” 


RIMARY OBJECTIVES: | ASSAULT ON RUUL 
CAPTURE THE COMPUTER COMPLEX. 
GET DELLIS INTO THE COMPUTER COMPLEX. 
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CAPTURE REBEL COMMAND CENTER. 
CAPTURE THREE BUNKERS OR MINING STRUCTURES FOR 


COMMAND POINT GAIN. 


CAPTURE REBEL TURRET(S) WITH STORMTROOPERS. 


DISPLAY OBJECTIVES 


AT STARTUP 


Sounds easy, but can you do it with a few troopers at your disposal? 


Star Wars Force Commander 


Also known as ForceCraft, or JediCraft, YodaCraft, 


or something clever like that 


in recent memory—particularly The Empire 

Strikes Back—it's hard not to watch the 
battles and think, “Hmm, that’d make an 
interesting strategy game. You probably 
thought the same thing watching the battles 
in Braveheart, and considering the quality of 
that game, or lack thereof, maybe you re bet- 
ter off not getting what you want. 

LucasArts Rebellion was more of a grand 
strategic game (and it wasn’t particularly 
interesting anyway), but Force Commander is 
the game that lets you command a force of 
AT-ATs, stormtroopers, and scout walkers 
against the rebel scum. You can finally feel 
the thunder of your armor as it tromps across 
the bodies of fallen traitors. Smell the burning 
insulation and melting metal of loquacious 
droids turned into slag by your blasters. Savor 
the thrill of crushing their pitiful attempt at 
avoiding their rightful Imperial duty. 


f you've seen any of the Star Wars movies 


LE 


GENRE real-time Strategy 
PUBLISHER Lucasarts 
REQUIREMENTS pentium Ii 266, 64MB 


RAM, 3D Accelerator 


INSTALL SIZE ie 


Instead of mining ore or some other such 
nonsense, the game uses command points as 
its primary resource. They re earned in battle 
based on your performance, and having more 
allows you to control more and more units. 
You can upgrade some units with faster rates 
of fire, more health, better speed, and shields, 
depending on the type of unit, and upgrades 
apply to existing and future builds of that 
unit type. 

The demo gives you one mission to try, and 
frankly the game is not immediately intuitive 
or easy to play. It will likely take quite a few 
tries to get through the mission, as you get 
familiar with the controls. 

So suit up and kick some rebel butt. The 
Empire will not accept failure. 


Up close and personal with your units. 


J- KOM Ji A ALION 

Place the CD disc in your CD-ROM drive. The disc 
will autoplay. If it fails to do so, right click on 
your CD-ROM icon (located in “My Computer”) 
and select OPEN. Double-click the “Install” icon. 


Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech®cdmag.com, or mail a letter with the 
same information to the address below. If you 


have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 
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Misc 

Fi-F4 Change postures 

F5-F8 Stop/patrol/unload/deploy 

}/K/L Open builder/landing craft/AT-AT 
screen 

Camera controls 

W/S Move forward/back 

A/D Move camera left/right 

Q/E Orbit 

Z/C Raise/lower and tilt 

G/B Zoon in/out 

R Rotate 180 degrees 


It looks like you’re off to attack some party 
balloons. 
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The Sims 


Who doesn’t love party balloons? 


ans of Maxis’ The Sims may not be aware 

that Maxis is making available all sorts of 

downloads on its website. The wizards at 
the company have created utilities to allow 
you to customize your Sims and have added 
additional objects you can buy in the game. 
They've also added a few tweaks here and 
there to the game. With Maxis’ permission, 
we ve included a bunch of these updates on 
this month's CGCD. They are located on the CD 
in the “Sims” folder. Enjoy. 


This tool 
allows you to create faces and heads, from the 
beautiful to the bizarre, and then place them 
on your own Sims. 


Create 
your own wallpaper and floor patterns and 
than preview them with this utility. 


This utility allows 
you to preview and import new Skins for your 
Sims. 


Sims can't 
resist a party, and Party Balloons out front tell 
the whole neighborhood where the fun is. 


Expand your land- 
scaping options with these new plants from 
the Maxis art team. 


Just a little food, 
play, and frequent cage cleaning is all your 
new furry friend needs. Warning: after 
installing this, your Sims can get sick, requir- 
ing bed-rest to get better. 


Hang this on 
your living room wall to show your Sims’ out- 
doorsy nature! 


A perfect 
addition to any house, from kitschy to classic. 


The 
Wall Lights look great with any decor and 
don't take up that precious space your Sims 
need. 


Download this 
new object for your game and have your Sims 
try to win mucho dinero. 


Give 
your Sims a total body makeover with some 
very special new skins for your game. You 
have to see these to believe them! 


Male 
Warrior, Female Warrior, Sleuth, Boy Wizard, 
Girl Wizard ... add them all to your Skins col- 
lection! Then create your own fantasy and 
mystery stories! 


This home 
occupies lot eight and, when installed, will 


evict whoever may currently reside in that lot. 


This home 
occupies lot two. 
This 
home occupies lot four. 
This home 


occupies lot nine. The outhouse is a hoot. 


This home 
occupies lot one. 


If youowna 


copy of The Sims, and have registered the game 


at www.thesims.com, you can Teleport your 
Families to the The Sims Exchange with this 
patch. After installing, just “View Web Pages” 
from the neighborhood screen and select 
“Teleport This Family” from the browser. 


Sree iat pee 
aes % 


Wallpaper name: 
Price: 1 


The best of 70’s décor can be yours in HomeCrafter. 


Avoid outfits—and heads—that clash using 
SimShow. 


Cancel 


Recreate your own face (hopefully it doesn’t look 
like this) in Facelift Gold. 


* Click Here To Change * 


Sudden Strike 


Command & Conquer goes to World War II 


udden Strike is a real-time strategy game 

set in World War Il. It allows you to 

control the Russian, German, French, 
American, and British armies. Its big claim to 
fame (aside from continuously referring to 
itself as “The blockbuster of the upcoming 
millennium!”) is that it will allow you to com- 
mand nearly a thousand units per scenario. 
The game includes bridges, houses, fortifica- 
tions, trees, and all sorts of other destructible 
objects. You can also call in air strikes, para- 
chute drops, and all sorts of fun things. Units 
gain experience and can be transferred from 
mission to mission. 

If you think that tums the game into pure 


S77 RS’ o Se ee, 
GENRE real-time Strategy 
PUBLISHER cov Software 


REQUIREMENTS pentium 200, 
32MB RAM 


INSTALL SIZE 63ms 


Evolva 


chaos, you wouldn't be far out. It requires 
more planning, less grabbing, and random 
clicking. Needless to say, you'll be pretty 
busy. The demo includes one mission, and it’s 
a doozy. You start off immediately under 
attack from artillery and a plane hovering 
around overhead. Your units will, on their 
own, start running all over the map, showing 
some extremely creative pathfinding. You'll 
want to take out the units guarding the 
artillery, then send a unit over to take out the 
circling plane. 

At this point, you can actually take the 
artillery with you, repair it, and head down 
the heavily mined road (put some poor 
infantry out in front on mine duty). Then 
you'll be up against a nasty batch of tanks, 
which will likely wipe out all of your units. 

And that’s about as far as we could get. Can 
you do better? Give it a shot and let us know. 


A bridge too dangerous. 


And now for something weird looking 


ure to be bundled with every 3D accelera- 

tor known to man, Evolva is a “tactical 

shoot-em-up” (their description) where 
the tactics consist mainly of jumping around 
from character to character blowing stuff up. 
Or slicing stuff with your claw-like hands. Or 
are they arms? Whatever you are in Evolva, 
you look mighty weird. 

As do the environments. The developer, 
whose name Computer Artworks illustrates 
their primary focus, have crafted a game 
which features graphics seemingly inspired by 
Kai's Power Tools’. The art is all rather surreal, 
with extremely “alien” alien designs running 
around landscapes straight from someone 
channeling the chemically-enhanced mind of 
Chuck Jones?. 

When you're actually playing the game, 
you realize it’s really a third-person shooter. 
You run around, you kill things, you fight 
against an alien parasite that has infected a 
planet, you mutate your customizable team of 


G ENRE action Thing 
PUBLISHER Interplay 


REQUIREMENTS pentium 1 266, 64MB 
RAM, 3D Accelerator 


“INSTALL SIZE som 


That’s gonna leave a mark. Mutate this, baby. 


Genohunters in order to maximize their weird- 
ness (you eat the guy you kill, which makes 
this one of the innovators in the “cannibal” 
game genre). You can also play “bowling for 
explosions” with spores that shoot blue stuff 
at you... or something like that. 

Check out this demo. In case you hadn't 
realized this, it’s rather... weird. 

' A plug-in for Adobe Photoshop that adds 
a lot of psychedelic effects. 

2 The brilliant animator responsible for 
many classic Warner Bros. cartoons (think 
Bugs Bunny, Road Runner) and the Grinch oar <p 
Who Stole Christmas. EO gE 


Blue thing... sucking life away... 
must topple boulder.... 
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Theocracy 


Aztec & Conquer 


heocracy is a real-time strategy game in 

which you take control of one of the Aztec 

tribes, develop the tribe to its ultimate 
destiny, and resist the Spanish conquistadors. 
Though it does has some factual accuracy, the 
developers are quick to point out that this is a 
fantasy world, with a setting after the fall of 
the Aztecs and Mayas. In the world of 
Theocracy, magic is still known, feared and 
rather effective. Sometimes the wings of 
gigantic flying dragons darken the sky and 
the darkest nights bring the daemons that are 
thirsty for human souls. 

The demo includes three different battles 
with three different types of leaders. As with 
Sudden Strike, you get an awful lot of units to 
control; plus they’re tiny and move incredibly 
fast across the map. It makes commanding 
your army a fairly daunting task. If your lead- 
ers die, the missions are over. (They have a 
tendency to charge ahead in battle, so you'll 
want to be careful with them.) 

The full version of the game goes beyond 
battles. You can establish trade routes 
between neighboring states, get diplomatic 
on your friends and enemies, develop your 


REQUE i Pentium 200, 
64MB RAM 


Vi 


Oh d, he’ king. 
economy, and eventually face off against that ONY Es TE SEEDY 


Cortez guy. 
Can you re-write Aztec history? Only if you 
play Theocracy. 


LEY COMMA 


Normal/bird’s eye/strategic view 
Team handler 
Province info 
Options 
Mission objectives 
Place tent 
Building panel 


Good luck figuring out this mess. 


Baseball 2001 


Microsoft steps up to the plate... again 


he latest version of Microsoft’s series 
of baseball games (well, it’s the second 
version) allows you to control the action 
both on and off the field. While last year’s 
edition was strictly an arcade affair, this year 
they've integrated the superb Baseball Mogul 
strategy game/front office simulation, allow- 
ing you to play season-after-season to your 
heart’s content. 
The demo let’s you play a three-inning 
game between the National and American 
League All-Stars at San Francisco's new Pac 


Bell park. It also allows you to sample one sea- 
son as GM of your favorite team; you can 
either simulate individual games or play them 
on your own. You have to keep an eye on the 
books as well as the box scores as the game 
includes contracts and other things most fans 
(and games) take for granted. 

The full version of the game allows you to 
take your team through multiple seasons ina 
full career mode. It also has a player editor, 
allowing you to create both rookies that {i Soa 
weren't available this year and also players a _ AA 
with absurdly profane names. ne Sas “nyenen Yl 

In addition to Pac Bell, the game also i 
includes the new parks in Detroit, Houston, 
Seattle, and even Miller Park in Milwaukee 
(which isn’t open due to a construction acci- 
dent that set them back a year). 

So step up to the plate and take your cuts. 


Se loaiccLemmCARINN? 


SN 


Yow, that really looks like McGwire... 


Nace : # 
ENTIRE 


Power versus power. What a battle. 


Earth 2150 


Taking the sequel battle into 3D 


ll of the dreams and wishes of those 

fortunate souls that spent 

hours/days/months/years playing Earth 
2140 will be answered with the release of Earth 
2150, which not surprisingly is the game’s 
sequel. It’s taken that game’s dingy, grungy, 
post-nuclear 2D look and crafted a dingy, 
grungy, post-nuclear fully 3D real-time strat- 
egy game. It’s revolutionary! 

All kidding aside, it’s certainly an attractive 
3D game. The premise is set in 2150 (duh) and 
mankind needs to flee the planet because the 
war between the Eurasian Dynasty and United 
Civilized States has caused a shift in the 
earth's orbit, sending it closer to the sun. A 


G EN RE real-time Strategy 
PUBLISHER ssi 


REQUIREMENTS pentium 11 233, 32MB 
RAM, 3D Accelerator 


INSTALL SIZE seme 


scarcity of resources sends everyone to Mars to 
establish new outposts. 

This demo includes full tutorials for all three 
sides in the game: the Eurasian Dynasty (ED), 
the United Civilized States (UCS), and the 
Lunar Corporation (LC). The demo also 
includes one mission each for the ED and LC. 
Four Skirmish maps are also included, which 
allow you to play deathmatches against the 


The base is under attack! 


computer. The full product includes tutorials 
for all three sides (ED, LC, and UCS), plus three 
full campaigns for a total of over 70 missions. 
In addition, it offers six types of skirmish and 
multiplayer games on over twenty maps. 


Finally, it includes a map editor that allows 
you to create your own maps. 


The terrain graphics are sharp. 


Rollcage Stage II 


The world’s fastest race game is ready for takeoff 


ollcage Stage I! is (surprise!) the sequel to 

Rollcage, a racing game so fast paced it 

was often incomprehensible (you would 
often find yourself facing in some unknown 
direction, unsure how you ended up there). As 
in the original, you can drive anywhere, flip 
upside down, drive at about 300MPH, shoot 
trackside objects and have them collapse on 
the track, all the while being attacked by 
amazingly fast and beautiful 3D accelerated 
graphics and tons of effects. 

The full game includes five car manufactur- 
ers and 20 cars to drive. Each car has a 
number of paint jobs on offer. You get a 
different set of paint jobs depending on which 
difficulty you try in the league game. Some 
cool paint jobs can only be acquired by find- 
ing special keys in the league tracks. There's a 
special key hidden on every track. 

The main difference in the sequel is the 
addition of some more racing modes. The 


GENRE racing 
3 PU I LI SHE R Psygnosis 
4 REQUIR EMENTS pentium 1 266, 32MB 


RAM, 3D Accelerator 


demo gives one of the modes, the extremely 
difficult “Scramble” mode, where you try to 
complete a lap in a certain amount of time. 
You can also run an Arcade race on one track. 
If you're into fast games with superb graph- 


Ooh, drugs.... 


ics, look no further than Rollcage Stage II. 
(Note: Apparently this game will not be ship- 
ping in the US. However, the demo is included 
as it is fun, and the game should be available 
as an import from mail-order game dealers.) 
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: Pinky and the Brain World Conquest 


Conquering the world one square at a time 


ake over the world in Pinky and the Brain 

World Conquest. As either Pinky or The Brain, 

you have to control new territories while 
protecting your existing ones. It’s a battle that 
requires all sorts of skills you learned in your 
diplomacy classes; run, jump, and... wear weird 
hats. Basically, you run along tiles on the floor, 
turning them your color. You can jump over 
objects on the floor and jump up to reach hats 
that give you special powers, or something like 
that. Just try it. It’s pretty simple. 

For this demo you can play five of the more 
than forty mazes in the full game. You must play 
the mazes in order, and they get progressively 
more challenging the higher you go! Every now 
and again, when you win a maze, you’ll see a 
segment of the Pinky and the Brain cartoon. If for 
some reason you cannot win a maze, don’t give 
up because after a few games you have the option 
of moving forward. Isn't that friendly? » 


The 
GENRE puzzle thing 


PUBLISHER Southpeak Interactive 
~ REQUIREMENTS pentium 166, 32M8 


RAM, 3D Accelerator 
INSTALL SIZE sams 


Conquer them, conquer them! Erm, yeah! 


He’s small, but he’s smart. 


Taunt 
Camera switch 
Camera rotate 


Lillions of Games 


Don’t take the name literally... it’s more like “lots and lots of games” 


illions of Games, a name seemingly 

designed to inspire frivolous lawsuits, is a 

program that provides a lot of tiny little 
puzzle games from a single game engine. You 
can play games (and tons of variants of) 
Reversi, Checkers, Cylindrical Chess, Blobs, 
Vertical Tic-Tac-Toe, Mini-Go, Chinese Chess, 
Dodgem, Jungle and many others. Its “univer- 
sal gaming engine” technology allows it to 
play nearly any abstract board game or puzzle 
in the world, making it virtually infinitely 
expandable. With the full version you can 
script your own newly-invented game rules, 
share your games with friends, and download 


NRE Puzzling Game 
- PUBLISHER Zillions of Games 
RE QU IREMENTS Pentium, 16MB RAM 


VANSTALL SIZE sme 


EES PIE 


Con pouconer the Fox or would you rather eat Geers? 


new games from the web. 

The demo supports a full range of features 
including navigation and take-back, hints 
and solutions, history and strategy, animation 
and sound, legal move display, skill and time 
control settings, move list display and print- 
ing, search status, pop-up help, “Smart 
Moves,” and much more. It also frighteningly 
enough supports “feel sensations” when using 


Not quite Zillions, but nonetheless it’s 


a lot of games. 


the Logitech Wingman Force Feedback mouse. 

The demo allows access to 48 of the over 
300 game variants that are installed and dis- 
ables the following features: opening/storing 
of saved games, opening of game rules files, 
board editing, and Internet play. 


y4 Senat - Zillions of Games! 
file Edt View Play Vanant Net Hep 
Dea R~y Madre zen - 


Te 


Hey, didn’t I play this game in Tomb Raider: 
The Last Revelation? 
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Each new culture has a new Wonder to build. 


tures in all the right places. Keyboard shortcuts 
for absolutely everything, or for absolutely 
nothing if you're a point-and-click adherent. 
An interface so simple that not only could kids 
learn it, but easily explain it to their Luddite 
parents. Plenty of cultures, lots of buildings 
and technologies to discover, and a very intu- 
itive research progression. Multiplayer support 
from heaven. Great graphics. Female peasants. 
(How did a population grow in the original Age 
game... primitive cloning?) And just enough 
real-world history to hook those players who've 


Montezuma is one of the Conquerors in the 
Decisive Battles campaign. 


had enough of orcs, elves, and aliens. 

This is a game which has been favorably 
compared with real-time blockbusters such as 
Warcraft Il and turn-based legends like 
Civilization. \ts fans seem to span both sides of 
the genre—two sides which rarely show biparti- 
san support for any particular title. In short, 
it's a modern classic. 

So who would be surprised to learn that Age’s 
developers are planning an expansion pack? 


DIVIDE AND CONQUER 
Ensemble Studios is no stranger to expansion 
packs, of course. The original Age of Empires 


At last, farm queuing! 


title spawned an excellent follow-up called The 
Rise of Rome, which explored the one major 
culture most obviously missing from the stand- 
alone game’s campaigns. Rise of Rome also 
improved the gameplay mechanic in several 
subtle ways, and added enough original con- 
tent to earn player gratitude and critical praise 
alike (as well as our 1998 Best Add-On of the 
Year award... what can we say, we loved it). 

Those who played Rise of Rome will know 
what to expect from Ensemble’s latest expan- 
sion, The Conquerors—not just a new set of 
campaigns, but streamlined play and extra fea- 
tures as well. Rather than resting on their lau- 
rels, the developers at Ensemble use these add- 
ons to embellish the gameplay experience and 
further improve on the series’ design. As one of 
the designers explains, “the way we do our 
expansion packs, and this is what we learned 
doing Rise of Rome, is that if you do a really 
robust, meaty expansion pack, you'll have a 
really successful product. Not just in terms of 
selling well—I believe Rise of Rome sold about 
800 thousand copies around the world—not 
only do you make money, but you can really 
extend the life of the game, or even breathe 
new life into it.” 

While looking for a suitable theme to expand 
on Age of Empires II's Middle Ages flair, the 
developers hit on the idea of conquerors—those 
powerful men, some noble, all ruthless, whose 
expansionistic tendencies shaped our history 
(and, often, geography). This seemed a great 
unifying theme for a set of new campaigns. But 
in order to feature some of the team’s favorite 
conquering leaders, The Conquerors needed 
more than just new historical data and level 
maps, it needed some fairly major additions. 


THE ART OF CONQUEST 

Enter the Ensemble art department. Although 
several of the game's five new cultures could 
use existing architectural sets, The Conquerors’ 
campaigns will also reach far across the ocean 
to the New World. And few gamers would 
believe that the Aztecs or Mayans would live in 
a European bungalow or an Asian pagoda. The 


time for new buildings was at hand. 

Much like their counterpart cultures, the 
New World civilizations will have a fully evolv- 
ing architecture, with picturesque and believ- 
able structures for each new development age. 
The style seems based on both South American 
ruins and their modern adaptations, creating 
a very distinctive and appealing look for the 
Aztec and Mayan cultures throughout their 
evolution process. 

New animals have also been added to the 
game—instead of wolves or lions, South 
American units will face their own species of 
danger at the paws of the powerful and sleek 
jaguar. And sheep ranching was not exactly a 
Mayan trademark, so local hunter-gatherers 
will find themselves herding and slaughtering 
wild turkeys. 

Plenty of new units will be included as 
well—since Aztecs and Mayans had no knowl- 
edge of horses, their answer to other cultures’ 
cavalry units will be fast-moving troops called 
Eagle Warriors. These will be the explorers 
and “ohmygawd, some wretch is killing my 
miners, run and stop him!” troops of New 
World civilizations. The Aztec and Mayan 
maps will also feature jungle environments, a 
new terrain type which lends a very exotic feel 
to the landscape. (Another new terrain type is 
snow and ice, which will be seen in the Nordic 
maps, and makes stealthy troop movement 
nearly impossible, as an army will leave tracks 
in the snow for some time after their passing.) 

In addition to the Aztecs and Mayans, this 
expansion will feature three other intriguing 
new cultures. Of course, one would have to 
be the Spanish, whose savage campaign in 
the New World should make for a variety of 
challenging (and historically sobering) sce- 
narios. The Koreans have also been added, 
“as a great foil for the Japanese,” and in 
recognition of the recent Korean passion for 
real-time strategy games. According to the 
Ensemble team, the whole strategy market 
has exploded in Korea in the last few years, 
and they wanted to provide a little extra fuel 
for the addictive fire. They also admitted, 
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“Camelot!” 


though, that this was a bit of an excuse—the 
Koreans historically had some great units and 
technologies that the designers have been 
itching to implement. 

But for our money, only one of the new cul- 
tures is an absolute, dream-come-true treat. 
‘Cause when it comes to conquerors, there’s just 
nothing to compare to a ruthless, thundering, 
howling band of Huns. Huns! Even the word 
conjures up images of battle and victory, 
breaking across the land of their enemies like a 
restless tide and subjugating all in their path. 
Finally, we can ride with fierce Atilla and make 
our bid for world domination. 

Huns, in short, are just plain cool. They’re 
tough, they’re fierce, they don’t need to build 
houses for their population, and, well, they’re 
Huns! ‘Nuff said. 


Camelot!” “it’s only a bitmap...” “Shhh.. 


Elephants, horsemen, and halberdiers... oh, my! 


MORE NEW STUFF 
With the inclusion of new cultures, a few new 
branches had to be added to the game’s tech- 
nology tree. Not all of them are civilization- 
specific—some can be researched by several 
cultures. Theocracy, for example, will give a 
helpful bonus to monks and make them more 
useful as a grouped unit. With Theocracy, a 
group of selected monks can be set to convert 
an enemy unit, but only the monk who is suc- 
cessful in performing the conversion will drop 
in faith level—the rest will still be battle-ready 
and can immediately be used to group- 
“attack” the next potential convert. With good 
timing, by the time the last one is exhausted, 
the first will be back to full faith. 

Heresy is another great new technology, and 
one which will doubtless be regarded by all 


monk-heavy players as a nasty spoiler. Once 
Heresy has been researched, any of your units 
that are successfully converted by an enemy 
monk will simply die on the spot. Yes, you lose 
them, but the enemy doesn’t get any free 
troops either. Want more? Cultures with 
archery can now research thumb rings, a handy 
invention which allows archers to get two or 
three more inches of pull on their bows and 
causes a definite increase in power. 

In addition, each civilization will have one 
unique technology that no other culture can 
research. The Aztec’s special technology allows 
their infantry to do extra damage. The Mayan’s 
unique tech gives each elite warrior an extra 
dose of hit points. Each one, once researched, 
makes its civilization more potent, and creates 
a greater sense of differentiation between them. 


Of course, lobbing things at castles is as reliable as ever. 


Alas, no cow-tapults. 


Each culture also has a unique unit with 
special advantages, such as the Aztecs’ power- 
ful Elite Plumed Archers, and (our favorite) the 
Koreans’ heavily armored Turtle Boat. The 
Turtle Boat features heavily in the 
“Reunification of Japan” scenario—with Japan 
consolidated and basically at peace, their well- 
armed society turns to new challenges, like, 
say, the conquest of mainland China. With 
Korea as a handy stopover and strategic rally- 
ing point, it seemed the perfect setup... until, 
of course, a savvy Korean admiral built what 
amounted to the first ironclad ships and cut 
the Japanese naval supply lines again and 
again. The Koreans also get a second unique 
unit, the ballista-firing War Wagon. The 
Spanish, of course will get Conquistadors, 
which will likely see quite a bit of use in the 
Aztec and Mayan scenarios. 

And then there’s the Petard, historic origin of 
the phrase “hoist by your own petard.” These 
are basically bombardiers who target land- 
based structures and units. Of course, collater- 
al damage is always a possibility, hence the 
derogatory tone of the aforementioned saying. 

Finally, several of the familiar units from Age 
of Empires Il have been tweaked to make them 
more useful. Troops can now be garrisoned 
inside battering rams, which adds to the rams’ 
movement rate and attack strength. (A Middle 


Ages armored personnel carrier? Certainly a lot 
more likely to survive long enough to reach its 
target.) Some other units have new upgrade 
paths, such as pikeman to halberdier, which 
increase their ability in combat. The Hussar are 
a hefty Eastern upgrade to cavalry. 

Even for veteran Age // players, The 
Conquerors should provide a lot of reasons to 
reevaluate your traditional strategies. 


FRIENDLY RIVALRY 

One of the most-lauded qualities of the Age of 
Empires series is the ease with which multiplay- 
er games can be arranged and played. No 
arcane, tortuous processes here—just a simple 
setup screen and the same intuitive controls as 
the single-player game. Asa result, multiplay- 
er Age has really caught on (at the moment this 
sentence is being written, Microsoft's zone.com 
reports 3480 players in various multiplayer Age 
matches, and this is at 9 a.m. on a weekday), 
and Ensemble is always looking for new ways to 
expand the head-to-head experience. 

The Conquerors, predictably, will include the 
same multiplayer game types as its predeces- 
sor. Regicide, Deathmatch, and Random Map 
should be familiar to current Age // players, and 
will perform basically the same in this new 
expansion. But what’s an add-on without a few 
new options? Scenario play, for example, has 


Stepped architecture also conveys the feel of an Aztec or Mayan culture. 


been significantly tweaked and streamlined, 
allowing players to design their own multiplay- 
er scenarios and challenge friends and online 
strangers like to “beat them at their own game” 

Random Map games have also been 
enhanced, and can now be set in “real world” 
maps, where the outlines of various countries, 
such as France or England, will be filled in with 
random terrain and resources. In addition, the 
Custom option allows you to create your own 
basic landmass and have the game randomize 
its features for each multiplayer session. 


SHORT-TERM DOMINATION 

The Conquerors will also include three new mul- 
tiplayer game types which are designed to be 
playable in under an hour—just the sort of thing 
for a busy gamer on his or her lunch break. 

The first of these, Wonder Race, is a great 
addition for players who really enjoy the eco- 
nomic aspect of Age /F the basic goal is to 
build a Wonder faster than any of your com- 
petitors. Resource management and explo- 
ration will be the keys to success in Wonder 
Race, far more than your ability to assemble 
the fastest, biggest army. Heck, assuming 
that any given map has a reasonable number 
of resources, and that players don't happen 
to start in close geographical proximity to 
each other, it’s even possible that this game 
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type could play out without a single battle 
taking place. 

Defend the Wonder, on the other hand, is 
100% pure mayhem. One lucky culture starts 
with a pre-built Wonder, while the others have 
none. The goal of the game, as the name might 
suggest, is for the Haves to defend their prize 
against a raging horde of Have-Nots. A more 
perfect recipe for alliances and backstabbing 
has rarely been seen—this sounds like a fun 
afternoon of friendly jeering and swearing. 

King of the Hill should be quite similar to 
Defend the Wonder, except that no culture 
starts out with the advantage. A single pre- 
built Wonder is located somewhere on the map, 
and each culture has the same goal—find it, 
capture it, and hold it for a certain length of 
time. The designers gleefully admit that this 
game type concentrates all the action on one 
small portion of the map, and that the word 
“battlefield” doesn't begin to cover the sheer 
carnage once all players have found the site 
and are vying for sole ownership. 


AND NOW, 

THE BEST NEWS OF ALL... 

One of the best things about an expansion 
pack, according the Conquerors development 
team, is that “it’s a chance to respond to what 


people are saying about our game—to take 


Nie, 


advantage of the input we're getting. We've 
gotten a lot of input about what people would 
like to see, or about maybe what we’re missing. 
And the x-pack is our chance to re-examine the 
whole game and see where we can make some 
changes to meet their requests, and to really 
give them some great new stuff.” What does 
this mean in practical terms? It means that the 
few truly frustrating aspects of Age // will soon 
be a thing of the past. 

Or, in short, peasants will no longer act 
brain-damaged or slackerly when it comes to 
building and work. Imagine this—you tell a 
group of villagers to go to a spot near the clos- 
est forest and construct a logging camp. Like 
the good little peons that they are, they toddle 
off to the designated spot, lay the foundation, 
build the structure, and then disperse into the 
woods and start cutting trees! Sound like the 
fevered hallucination of a stressed-out resource 
manager? It’s not... this is actually all true. 

How about this scenario? After repelling a 
brutal attack by your vicious conquering 
neighbors (Huns! Yay! Huns!), you find that all 
your farmers will killed in the raid, and their 
fields are now untended. Quickly, you produce 
enough peasants to replace the fallen farmers. 
Then, selecting the lot of them, you click on the 
crop-heavy fields and each peasant automati- 
cally chooses an unclaimed farm and gets to 


work! Honest, we're not just making this up. 
Okay, one more, and this is just the extra- 
fluffy, home-whipped icing on the cake. 
Imagine you're preparing for an extended 
campaign of siege and conquest. You carefully 
build your massive army, form them into ranks, 
and march off to blood and glory. Meanwhile, 
back at your nearly-forgotten village, the farm- 
ers have reached the end of their growing sea- 
son and the farms are about to go fallow. 
However, instead of staring blankly into space 
as the weeds close in around them, each farmer 
pulls out his seed grain and starts replanting 
the farm! Farm reseeding can now be queued, 
so that the necessary resources can be paid in 
advance and the peasants will just keep 
rebuilding their farms until the queue runs out. 
Of course, when you come right down to it, 
these aren't exactly huge advances. But the 
funny thing about gamer nature is that we 
become far more frustrated by the minor 
annoyances in a really good game than we ever 
would in a mediocre game. So the correction of 
small but detracting problems in a truly stellar 
game seems like a gift from the digital gods. 


THE CONQUERING HEROES 

With four new campaigns—Attila the Hun, El 
Cid, Montezuma, and a mixed bag series of 
assorted European conquerors’ decisive bat- 
tles—plus all the new features, terrain types, 
multiplayer options, cultures, unique units, 
research and upgrade paths, and other enticing 
goodies, this expansion promises to be as 
“meaty” as most standalone titles. And with 
Ensemble Studios at the helm, it’s easy to pre- 
dict another successful product. 

Expect The Conquerors to ship this fall, if all 
goes according to plan. And then we can sit 
back with our petards and our Huns, and start 
looking forward to Age of Empires //I. = 
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the game is shallow, however. The development 
team of some 24 members, mostly artists (“we 
have about three or four programmers,” says 
Monahan) is working hard to craft a rich envi- 
ronment for your adventuring pleasure. The set- 
ting is one of the more picturesque in TSR’s 
Forgotten Realms gameworld, though one that 
has not received much attention in computer 
games yet. North of the Spine of the World 
mountains is Icewind Dale, composed of ten 
towns centered on lakes that thrive with knuck- 
lehead trout, a source of great wealth and com- 
merce (don’t ask). Although you'll spend some 
time early on in Easthaven, the region’s principal 
town, most of your adventuring will take place 
in the Spine of the World itself. 

Monahan is enthusiastic about the setting. 
“Icewind Dale is primarily based on the R. A. 
Salvatore novels, The Crystal Shard being the first 
book [followed by Streams of Silver and The 
Halfling’s Gem-—ed.]. We're about 80 years set in 
the past from that book.” Salvatore’s novels told 
a tale of greed, betrayal, heroism, and adventure 
centered around some of TSR’s most beloved 
characters, including one Drizzt Do'Urden, every- 
one’s favorite Drow. “We're about 60 years 
before Drizzt actually shows up,” Monahan cau- 
tions, and he admits the Dark Elf doesn’t make an 
appearance in the game. Black Isle is using the 
setting and some of the flavor of the Icewind Dale 
trilogy, but they are steering clear of any plot 
similarities. So don't expect Wulfgar and Bruenor 
to appear, or Regis (the halfling, not the half-wit) 
to swagger by with his big ruby. 


Dodecahedrons for all! 
Like its forebears, Icewind Dale uses a pausable 
real-time system for combat. General adventuring 
takes place in real-time, but you can pause the 
game at will and give orders to your characters. 
You'll have six characters to play with, too, and 
you can lovingly craft each and every one from 
scratch if you like. There will be a selection of pre- 
generated characters for those who want to dive 
right in and maybe even pre-generated parties 
for the truly lazy. You'll still have to roll and re- 
roll to get the perfect fighter/magic-user/thief; 
though Monahan likes the idea of letting you sim- 
ply allocate points as you see fit, it doesn’t seem 
that this feature will make it into the game. 

You will, at least, be able to customize your 
characters’ voices more thoroughly than ever 


before. You can assign any voice set to any 
character, so if you want your Elf Wizard to 
sound like a Dwarf Fighter, go right ahead. “You 
can decide what sort of personality you want to 
give your character,” Monahan enthuses. “If you 
want your fighter to sound kind of 
Dwarven/Scottish/whatever, you can.” Gone are 
the inter-party relationships that made Ba/dur’s 
Gate sometimes seem like a soap opera. In 
Icewind Dale, everyone has learned to just live 
and let live. None of the characters from the 
original game return in this sequel, either, so 
there’s no need to angst over the possibility of 
running into Imoen or, God forbid, Khalid, aka 
The Most Boring Man in the World. 

Character advancement in this game should 
be anything but boring, at least. You can take 
your characters to the lofty heights of level 18, if 
thieves, and to level 15 or 16 if otherwise 
employed. Though Black Isle hasn’t set the expe- 
rience cap yet, expect it to be somewhere 
around 1.8 million points. Wizards will be able to 
cast up to eighth-level spells, though some NPCs 
will be able to cast ninth-level incantations. 
Players probably won't be able to cast ninth- 
level spells, though if they do it will be from 
scrolls only. Mages aren't the only ones getting 
a boost, though. Fighters will have the benefit of 
refined proficiency rules, ones that use actual 
weapon types like longsword and broadsword 
rather than generic classes. Still, you won't get 
to experiment with the exotic kits, or specializa- 


tions, that some gamers have been looking for- 
ward to. “We only had a year of development 
time, but it seems more like six months, ” 
Monahan notes, defending the somewhat limited 
improvements over the Ba/dur’s Gate baseline. 
Time, and contractual issues with BioWare, which 
doesn’t want this game to encroach on Ba/dur’s 
Gate II territory, have served to limit Icewind 
Dale's scope, but not its ambition. 


The little engine that could 
“If you think about the game engine,” according 
to Monahan, “it’s kind of like Ba/dur’s Gate 1.5” 
As we watched him wade through a throng of 
Lizardmen, we could see how accurate that 
statement is. The game plays exactly like its pre- 
decessor, down to being limited to 640 by 480 
resolution. “We were going to use 800x600, but 
we were having some contract difficulties with 
that [with BioWare over Ba/dur’s Gate I/],” 
Monahan confesses. Still, the game looks pretty 
marvelous even on a large 19” monitor, a tribute 
to the artists working on the project. Another 
aspect of the game that might fall victim to the 
lawyers is the ability to toggle the interface pan- 
els on and off. If it’s possible in the final game, it 
will be as what Monahan calls an “unsupported 
feature,” which you can only access by editing 
certain configuration files. 

Legal niceties aside, the version of the Infinity 
Engine powering /cewind Dale appears to be up 
to the task. It will support the advanced 
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pathfinding and “bumping” algorithms of 
Baldur’s Gate I/, which should make it much less 
frustrating to guide your party through narrow 
passages and caverns. In multiplayer games, 
one person shopping will no longer force 
everyone into reading along. The whole pack- 
age is instantly recognizable to veterans of the 
original Ba/dur’s Gate, without looking stale. 
The combat engine is “exactly the same” as 
before, with full user-controlled pausing and 
customizable levels of feedback. As much of 
your combat will be indoors, perhaps the over- 
powered bows of Ba/dur’s Gate won't be so 
much of a problem. “You spend about 85-90% 
of your time in dungeons,” according to 
Monahan, so expect a lot of close-in fighting. 
The team is making a few minor refinements 
to combat as well. Fireballs are going to be less 
powerful, to correct what Monahan sees as an 
imbalance in earlier games, while spells like 
Icestorm will be more powerful. There will also 
be tags on monsters and NPCs so you can tell, in 
general terms at least, how injured they are. 
“It’s like in pen and paper games,” Monahan 
points out, “where the DM will tell you how bad 
off someone looks.” The guiding principal is fun 
and ease of use. For instance, “time isn’t really 
an issue in the game,” so you can rest pretty 
much when you want. If you like, you can have 
your clerics automatically heal everyone and 
then memorize spells, repeating this until every- 
one is hale and hearty. You can still get attacked 


while resting, but you won’t have to endure 
hordes of random monsters all of the time. 

Ease of use is one of the hallmarks of Icewind 
Dale. The designers seem to want to ensure that 
the game stays more fun than work, even if that 
means sacrificing some detail. “We're not really 
going for innovation,” Monahan notes. “For 
role-playing fans, it’s a game for those who just 
want to get in there and have some fun.” The 
game should provide a good deal of play value, 
too, though it won't be an epic. “We're really 
shooting for 40 to 60 hours of gameplay, we’re 
not trying to make this a Ba/dur’s Gate-like epic 
adventure,” according to Monahan. Of course, 
you Il spend most of those 40 to 60 hours actu- 
ally adventuring, and not walking back and 
forth across the landscape. There will be wan- 
dering merchants for your buying and selling 
pleasure and you won't have to keep returning 
to town all the time. Shops and inns will be 
available in the wild, and there should be a lot 
less of the yo-yoing between loot and shop that 
occurs in so many RPGs. 


A compendium of monsters 
Icewind Dale isn't really about buying and sell- 
ing, anyhow; it’s about hacking the limbs off of 
monsters and looting their 401(k) plans. The 
game will feature many monsters not found in 
Baldur's Gate, and Black Isle is making a special 
effort to include creatures with more visual 
appeal than before. “We're going for a lot more 


of the bigger creatures you didn’t find in 
Baldur’s Gate,” says Monahan. Big, as in Fire 
Giants, Frost Giants, Ettins, and the like. These 
characters look huge on the screen, as the game 
does a great job in showing the relative scale of 
characters. Graphically, the monsters here look 
at least as good as those in earlier titles, and 
generally they look better, with more, and more 
convincing, animation. Every creature, even 
townspeople, has several different death ani- 
mations, for instance; we cruelly tested this out 
on a noblewoman, and derived sadistic plea- 
sure from of watching her death rattle. All in 
the name of journalism, we assure you. 

You should have no trouble finding oppo- 
nents in the Spine of the World mountains, and 
some of them are pretty nasty. Boneguard 
Skeletons look particularly foreboding, though 
they're only one example of what Monahan says 
are the “tons of new undead” in game. All the 
monsters will benefit from new Al routines, 
though some will, as in life, be more equal than 
others. “We have a series of ten or eleven gener- 
ic scripts we assign to what you consider normal 
monsters,” Monahan says. Smarter monsters will 
get added benefits, however. “We’re planning 
on having scripts that are a little bit more intel- 
ligent, where they try to parse who the archers 
are, who's casting spells, and who the priest is, 
and try to have the monsters go specifically for 
those targets more quickly than other monsters 
[would], like Lizardmen.” The reptilians, for 


sae 


instance would merely throw themselves at 
whomever stands before them, just as the gen- 
erally mindless undead would, while smarter 
creatures would pick and choose their targets. 

Expect to run into Ettins and Yeti as well, 
and be prepared to duke it out with a whole 
host of beetles. And, while you won't be able 
to play a Drow, some of the game’s areas bor- 
der perilously close on the Dark Elves’ 
Underdark homeland. You won't find 
Mindflayers (the Illitihids will make an appear- 
ance in Ba/dur’s Gate //, however), but you will 
run into Umberhulks, Miconids, Svirfneblin, 
and even the Drow. ‘There's an area in the 
game where we have Fire Giants,” Monahan 
explains, “and they’re creating this big boat 
that sails down a sea of lava that is very near 
to a Drow city, and their whole intention is to 
crash into the city and just totally kill them.” 

This gruesome though no doubt highly enter- 
taining prospect is but one part of your party's 
planned interaction with the giants. At one 
point, you have to visit the home base of these 
monstrous creatures. “When you walk in, you're 
not immediately killed on sight in that particular 
part of the game. They think that you’re work- 
ing for this evil person...because they'd never 
be able to understand why a bunch of humans 
would just walk in and say ‘hey guys, what's 
going on?’” Monahan chuckles. “They'll treat 
you like you're supposed to belong to a faction 
that you'll be made aware of in the game. Still, 
one of the quests in that area of the game is to 
gather a few of the badges off the bosses there, 
and you'll need those to progress to the next 
area. So, you will end up having to fight them or 
run the hell away.” Fighting will be tough, even 
if it is necessary; “The giants have a few more hit 
dice than Lizardmen.” 

Monster behavior should be enhanced by the 
improved Al, and by the environment itself. 
Miconids and Yetis, for example, will sometimes 
lurk with very small detection/activation ranges 
set. They Il blend into the landscape, invisible 
or unobtrusive, until you pass close by. The 
Miconids will look just like background mush- 
rooms, and the Yetis will blend into the snow, 
but when you move next to them, they'll 
attack. Likewise, the Lizardmen, being cold 
blooded, won't follow you out into the snow, 
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though most monsters will pursue you across 
area boundaries. Unless, of course, you do your 
job and kill them first. 


Saints and sinners 

Unlike most D&D-based RPGs, Icewind Dale 
won t place much emphasis on your alignment. 
According to Monahan, “it’s not as big a con- 
cern whether you're evil or not. It’s not a big 
deal.” Alignment simply doesn’t matter that 
much. “We do have quests in the game, or cer- 
tain people that you talk to, that if you are evil, 
or if you are neutral, you'll get a different result 
or a different reaction from them,” he notes. 
“Certain people will attack you if you’re evil, 
certain people won't.” Players will be free to mix 
and match their parties as well, so if you really 
want to play a chaotic evil thief next to a lawful 
good mage, go right ahead. 

Not that your characters are interchangeable 
and faceless. Far from it. In addition to more 
character portraits to choose from, you'll have 
various conversational options as well. At times, 
it will matter whom you pick to talk to NPCs. 
“For example,” Monahan explains, “we have a 
guy named Dirty Lou. He has a little fantasy for 
high-charisma females, so if you send one to 
deal with him she will get way better prices on 
shop items.” Leaving aside the triteness of the 
scenario (why not a fetish for cute Halfling men? 
Or Half-Orc waitresses?), such circumstances 
should add interest to party building and man- 
agement, without making the game overly com- 
plex. Sometimes, which character does the talk- 
ing will influence which quest you get, or if you 
get one. Mostly, though, you'll be free to do 
your own thing, without worrying too much 
about the consequences. 

Of course, there are limits. While you can try 
and wipe out all the NPCs in a town, Black Isle is 
going to make it tough to get away with it. You 
won't have to deal with reputation, but you 
might have to run for your lives. “We're going 
to have the local town hero come kick your 
butt,” Monahan promises. In Easthaven, for 
example, your party will be all of level two by 
the time they leave the city. Get out of line and 
the town hero, and eleventh level fighter, will 
arrive to school you in the basics of obedience. 
Still, there is only so much the developers can, or 


want, to do to limit your use or abuse of the 
game. After all, Monahan acknowledges, it’s 
your $50 and you can pretty much do what you 
want, if you really feel like it. Just don’t call 
Interplay’s tech support and ask them to fix 
your hacked game and 58" level party. 


From here to Infinity 

According to Black Isle, Icewind Dale should 
ship by the end of June. Plans are for a package 
with three CDs, though Monahan assures us they 
won't use the much-reviled cardboard sleeves 
that plagued their previous multi-CD games. 
The company is also looking into some value- 
added additions to the game box, from a hefty 
manual to perhaps a cloth map or a novel. 

Overall, Monahan is confident that the game 
is on track. Despite some questions about the 
game's focus, he’s adamant that Black Isle isn’t 
trying to tap into the action/RPG market domi- 
nated by games like Blizzard’s Diablo series. “| 
don't think we're necessarily trying to get the 
guys who just want to get in there and click and 
kill, click and kill, and try to get the craziest 
items so they can PK each other. That’s not what 
| think we're looking for.” Rather, he refers to his 
game as being a “linear, combat based” RPG 
and not an action title. There is a story, but it’s 
almost immaterial. If you want, you can just 
wander around killing things and getting rich. 
You'd miss out on a lot of the background detail 
that Black Isle has worked closely with TSR and 
Wizards of the Coast, creators and owners of 
DED and the Forgotten Realms world, to create, 
but the choice is yours. 

From what we've seen, if you liked Ba/dur’s 
Gate, and don't mind junking some of the story- 
intensive scripting of that title in favor of more 
combat, more monsters, and more stuff, /cewind 
Dale looks like more than just another role-play- 
ing game. For fans of hack and slash dungeon 
crawling, it could be time to open the windows 
and revel in the crisp, fresh breeze blowing from 
the Spine of World. 
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‘Dark Reign 2 takes us 
on another ride into 


the war-torn future 


ark ‘feign Ztakes 4 dim, view. on the ecological | ee wma Wee 


| guish between a humanoid figure in this 
| game and in the latest classy shooters like 
} future of the Earth. The wealthy and powerful ee ralirate tae seed ee 
mW |: Be : | ing animations are not quite up to shooter 
live inside protective domes, while the rest of  tstatidiels NEIL oes ergo bets 
| game that must handle battles among 
the populace scrapes by, exposed to the poisoned | dozens of such figures. There really is noth- 
| ing to forgive—the smoothness with which 


environment. These are the two opposing worlds of | infantry units come to a stop and aim their 


| weapons is amazing for a game like this. 
the JDA-the Jovian Detention Authority—and their | __Inthe alpha build we played, certain 

| units currently have only one firing anima- 
tion, no matter what the elevation of their 


untortunate cousins, the Sprawlers. Ce re ie ese grees 


— en a ama TN Rad TH Gl MIS 4 the JDA hover above the battlefield, but 

As sociologists will tell us, law and order | lift and hover above it. This terrain can be quite | they appear to aim straight ahead while 
comprise a zero-sum game. The domed world | extreme, featuring tall ridges that force the | their bullets angle down to the ground. On 
created by the JDA encloses a world of peace, | camera to rise quite a bit. | the other hand, JDA’s large artillery, 
but at a predictable cost. Outside the domes, | Your perspective may be quickly switched to | Mastiffs, do have an animated turret that 
the Sprawler population grows in size as it does | any of five positions, from bird's-eye view | angles itself appropriately before it 
in knowledge, to the point where it can suc- down, in successive stages, to “strapped on the | launches its payload. We shall see if the 
cessfully oppose the JDA militarily. This game | head of a dog” cam. In this lowest zoom level, | designers tidy up the animations on such 
portrays these battles, allowing you to fightin a | the camera plunges to waist-level, allowing you | units as the Enforcers, to bring them up to 
campaign for either side. | to put yourself smack in the middle of a firefight | Mastiff standards. 

And that campaign will be fought in glori- | like an invisible sergeant. 
ous, immersive 3D. Your view in Dark Reign2 | __ Infantry, thankfully, will not languish at the | HUNTING AND GATHERING 
will be free-floating and rotateable. If the ter- | bottom of the graphics food chain, as it some- | Resource gathering in Dark Reign 2 will fol- 
rain you pan over is elevated, the camera will times does in strategy games of this ilk. At the low the standard model found in such 
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classic RTS games as Command & Conquer—a 
certain type of unit travels the map to harvest a 
resource, which it then brings to a processing 
center. Certain kinds of buildings spawn certain 
kinds of units, while others devote themselves to 
producing energy and upgrades. 

Buildings that create armed units possess the 
usual array of features, including the ability to 
queue units and set the points on the map 
where constructed units should gather. The 
characteristics (how aggressive, how eager to 
repair, and so on) which you want the created 
units to have can be set by setting their factory 
to produce those characteristics. 

Any unit may be assigned to be a Scout, 
Defender, Skirmisher, Warrior, or Terminator, in 
ascending levels of aggressiveness. Scouts will 
hold fire and withdraw if hit. At the other 
extreme, Terminators will pursue any enemy 
that enters line of sight until it or the enemy is 
destroyed. The middle three settings instruct 
units to select their targets smartly (that is, they 
will select enemies who pose the biggest threat 
to their own safety). Defenders hold their posi- 
tions, while Warriors engage in a bit of pursuit 
before calling off the chase. 

The Skirmisher setting seems to be the clever- 
est of all. A Skirmisher will move and fire like a 
Warrior but, once hit by enemy fire, it will with- 
draw behind friendly units. After a few 
moments, it will return to the battle. This set- 
ting allows for some very nice tactics—for 
example, a few repair units just behind the 
front lines will fix Skirmishers up a bit before 
they return to the fray, with no babysitting 
required. Further, your tougher units may be set 
to Warrior while specialized units like artillery 
are set to Skirmisher, giving you some easy 
control over which of your units take damage. 

Any mobile unit will explore the map if you 
SO desire. Give a unit the order to explore, and 
it will set off with its artificial intelligence agen- 
da to peer into the dark areas of the map. This 
order is especially useful in conjunction with a 
spy unit, who can travel safely through enemy- 
controlled areas disguised as one of theirs. 

Armed units may also be set to formation 
(although in our early build the formations are 
forgotten if the group is ordered to a new loca- 
tion... rookies). The number of formations 
available are limited to four at this time, but 
this is a game which may tend to rely more on 
army size and unit mix than on formations. 

Whereas most other strategy games include a 
“patrol” option, Dark Reign 2 will offer an inter- 
face through which you can set waypoints in 
loops, then assign units to travel those loops. 
Toggling the waypoint button, you can position 
your waypoints on the ground, where they are 
signified by red and black lines. Toggling the 
waypoint button again causes the lines to dis- 
appear. Any time you'd like to assign units to 
travel from flag to flag, you can once again 
toggle, and send your units to one of the flags 
that appears. The units will move to the spot 
and patrol through the waypoints even if you 
make the lines invisible again. 


BREAKING POINT 

Cutscenes interrupt your missions whenever you 
accomplish an objective or trigger some impor- 
tant enemy event. As in Homeworld, the 


(above) The JDA have infantry 
equipped with jetpacks. 

(left) Infantry models look as 
detailed as those in first person 
shooters. 


(bottom) Resource gathering follows 
the same tack as many other RTS 
games. 


(below) What little vegetation there 
is, is nicely done. 
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cutscenes are not only done with the game’s 
engine, but they also occur in real-time in 
your particular scenario. The camera may be 
wrested from your control in the middle of a 
fight, for example, and while the view swoops 
around and the narrator shows you salient 
details of the environment, you'll see your 
units continuing the battle in the background. 
This is a tricky operation, which may leave 
gamers pounding their keyboards in a frantic 
attempt to return to a crucial fight to control 
their troops. We'll see how Pandemic manages 
to avoid these potential pitfalls. 

The game handles fog of war in the most 
beautiful way. If you pan your camera around 
at the start of a mission, you move through the 
environment as if in a plane cruising through 
the mountains and valleys at dusk. The hills are 
faintly outlined with a sort of fog, which allows 
you to determine what the land looks like 
before you send units to explore it. 

Days and nights in these battlefields 
progress quickly, with each day taking less 
than half an hour of real time. The battlefield 
grows darker as sunset arrives, and certain of 
your units will turn on lights to illuminate the 
surroundings. As the night ends and the day 
begins (with a rooster call, of course), the land 


A camera tower shines its beam over a beach 
in the evening. 


The terrain engine is capable of displaying 
very sharp changes in altitude. 


select, from a mixed group, all of a certain 
kind of unit—Myth //, for example, handles this 
by allowing you to double-click a particular 
unit, which selects all visible units of the same 
type. It could also be simpler to move the cam- 
era quickly to a group. To do so in Dark Reign 
2, you must double-click a small box on the 
bottom of the screen, while in Warzone 2100 
this is more easily accomplished by pressing 
the number key twice. 

Currently, there are not many great distinc- 
tions between ammunition, in the sense that 
an ‘anti-infantry” unit generally works pretty 
well against vehicles, and vice versa. The 


like Starcraft. (See our sidebar for more details 
on mobile units. ) 

According to the game’s designers, multi- 
player games will accommodate at least 16 
players, possibly more. Coping with such a net- 
work while also offering such beautiful graphics 
will be quite an accomplishment. 

Furthermore, the designers plan on allowing 
certain servers to be persistent, in the sense that 
gamers will be able to come and go from them 
at will. Neither of these options are testable in 
our alpha build, but we are quite eager to see 
these ideas in action. @ 


gradually lightens. The shadows of your aerial sniper unit for the Sprawlers, for example, can THE GOODS 

units indicate how close to the horizon the sun use bullets to take down a defensive tower DEES Real Time Strategy 
is. The difference between day and night is not fairly easily. This allows for armies made up of ee 
merely cosmetic, as some units function differ- one kind of powerful unit, in contrast to the ER Activision 


ently depending on the available light. 

Weather, on the other hand, does not seem 
to play a major role in most of the “finished” 
missions. Units do not slow down noticeably 
in snow, or shoot less accurately in fog, or 
have decreased lines of sight. The different 
climates (snowy mountains, city streets, 
cracked desert plains, and so on) certainly 
appeal to the eye, but combat does not seem 
affected. (“Yet,” perhaps.) 

Apparently, Dark Reign 2 will also allow . . 
you ‘ane your oe and review them Sprawler Units/] DA Units 
later. When you replay a game, you will have 
control of the camera—you can even freeze 
the action and then continue frame by 
frame, allowing for some wonderful screen- 
shots. The ability to archive a film of a par- 
ticular game provides great opportunities for 
multiplayer tournaments which rely on films 
being available. 

The ten missions included in our alpha rep- 
resent what is likely to be the final set for the 
JDA side. The general flow of the missions is 
what we have come to expect from real time 
strategy games. Starting with a few introduc- 
tory problems which require some simple bat- 
tles, bases composed of just a few buildings, 


sort of mixed armies you might find in games 


| Second Quarter, 2000 


Unit Measures 


There are 16 JDA and 17 Sprawler units (not including buildings and defensive towers) featured in our 
build of the game, and many of them come in pairs. The kinds of units available follow the original Dark 
Reign fairly closely, with some of the usual emphasis being placed on the units’ specialties. Both sides 
have large artillery units that move slowly, anti-air towers that cannot hit ground targets, vehicles that 
work best against infantry, and so on. Let’s introduce you to some of your future followers... 


Infantry Go Go — A hovering vehicle that works Shadowhand — Similar to the Infiltrator. 


Rumbler — Humanoid infantry unit very well against air and fairly well Guardian — Similar to the Rumbler. 
Watchman — A mech with the ability 


to uncover traps. Can attack anything, 
but is strongest against air units. 


which cannot fire at air targets. against all other units. 

Fiend — A hand to hand infantry unit Scorpion Tank — A vehicle that per- 
that cloaks while not moving and forms best versus other vehicles. Vehiries 

detects traps. Disruptor — A defensive unit that pro- poyey — A hovering vehicle that can 
Banshee — An infantry unit that fires tects a circular area around itself from only attack ground targets. 

a mortar. air strikes and mojos. Bulldog — A hovering tank that fires 
Skulk — A sniper with a long line-of- Aircraft an anti-infantry mortar round. 


sight and long range, who sees well in Vulture — A flying unit, limited ammo. Growler —A tank similar to the 
the dark. Air Barge — A flying transport. Scorpion. | 
Judas — An infantry unit that is weak Ships Mastiff — A more powerful, more expen- 


against air units but powerful versus | Hydrofoil — A powerful boat that suc- _ sive version of the Thunder Cannon. 
vehicles. ceeds well against any enemy unit. Warden — Similar to the Disruptor. 


and ample nearby resources, the missions Infiltrator — A spy that can disguise Repair Tug — A self-initiating repair Aircraft 

increase in difficulty and require more and itself as an enemy unit and occupy boat with a long range but no weapons. Blackstar — A flyer that works particu- 
more complex unit mixes and larger armies. A enemy buildings. Leviathan — Similar to the Thunder larly well against other air units, but | 
typical first objective is to dig in and defend a Voodun — A healer that travels on Cannon, but on the water. can also hit ground units. 

chunk of resources, building defensive towers foot and restores the armor of bio- | JDA units Striker — A bomber that cannot hit 
and fences to protect your army-generating logical units. Infantry other air units. 

buildings. As the mission unfolds, your Vehicles Enforcer — An anti-infantry unit that Ships 

maneuvers will prompt the narrator to add to Scaver — A healer for vehicles which — hovers, and can cross any terrain, no Patrol Cruiser — A stronger and more 
or alter your objectives. can also lay traps. matter how steep. expensive version of the Attack Boat. 


Thunder Cannon — An artillery piece Castigar — Similar to the Judas, but | Tech Boat — Similar to the Repair Tug. 
mounted on a slow-moving chassis, | more durable. Dreadnaught — An artillery boat like | 
that has long range but requires a Psi Tech — A humanoid unit that can __ the Leviathan, only stronger and 
spotter unit. repair any unit or structure. more expensive. 


A WORTHY SUCCESSOR? 
Okay, so a few interface methods are still a bit 
clunky. It would be nice if you could easily 
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> Arcanum brings 
industrial revol 


by Tom Chick 


e Felt after our last game that 
we had earned the right to make 


a Fantasy RPG,” says Tim Cain. 


He sounds almost defensive, and who can blame 
him? Another Fantasy RPG? How banal. And 


hardly what you'd expect considering that his 


previous game, Interplay’s surprisingly successful 


Fallout, was set in a dark and gritty post-apoca- 


lyptic sci-fi world. 


RPGs hadn't seen a setting like this since 
Wasteland in 1987. So now that he’s formed his 
own development studio, Troika, Cain wants to 
visit the environs of Bard's Tale, Wizardry, 
Might & Magic, and Baldur's Gate? 


Almost. Arcanum: Of Steamworks and 
Magick Obscura is set in your typical medieval 
fantasy world, but with a twist: fast-forward 
about 500 years and throw in an industrial 
revolution. Orcs with flintlocks. Dwarves 


BES 
$4 : 


Si 


(on, 


building steam engines. Elves in zeppelins. 
Halfings with generous sideburns and starched 
high collars. Railroads instead of caravans. 
Telegrams instead of scrolls. Brass rivets and 
gears everywhere. 


LET OFF SOME STEAM, PUNK 

This creative melange isn’t really new. 
Steampunk is a sci-fi literary subgenre that 
blends cyberpunk with elements of Victorian 
England; Canadian critic Douglas Fetherling 
describes it as “How the past would have been 
different if the future had happened sooner.” 
Arcanum is exactly this, but its basis is a past 
from the pages of Tolkien rather than dystopian 
cyberpunk future. Shuffle in some Jules Verne 
and H.G. Wells and you've got the world of 
Arcanum. Steamfantasy ? 

This “steamfantasy” world has a unique 
twist that goes beyond the flashy visual twist 
of a party of chain mailed adventurers using a 
battery-operated miner's lamp to explore a 
dungeon. At the heart of Troika’s game is a 
dramatic tension between magic and technol- 
ogy. Arcanum gets points for even consider- 
ing a concept like dramatic tension, which 
most RPGs just heap on the shoulders of an Evil 
Wizard and His Ultimate Artifact waiting at the 
end of the game. But the theme of magic vs. 
technology is found throughout Arcanum: in 
the storyline, the game mechanics, and the 
character development. 

With Arcanum , Troika has created a society 
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on the decline. The temples at the center of 


some towns have fallen into disrepair from lack 


of use; they’re used to house giant steam 


engines that power the town. It makes an inter- 
esting analog to the role of religion in our world 


after the Industrial Revolution and the rise of 


rationalism. As our increasingly secular society 


has relied more and more on science, there's 


less room for religion. Something similar is hap- 


pening in the world of Arcanum. 


THE CONCEPT OF “MAGICOLOGY” 

Troika thinks of magic as a force that bends 

the laws of the physical universe to create an 
effect. Technology, on the other hand, takes 


advantage of the laws of the physics universe. 

Although they are diametrically opposed, their 
effects are often the same. A flamethrower and 
a fireball spell will both burn someone up, but 
the underlying mechanics are different. A dose 


of therapeutics takes advantage of anatomy 


and chemistry to heal an injury, but a healing 


potion can do an end run around these sci- 
ences to heal the same injury. A gun uses the 
chemistry of gunpowder and the laws of 


physics to give a bullet enough kinetic energy 


to damage a target. A magic missile does the 


same thing by creating energy out of thin air, 
which is a real no-no according the laws of the 
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Welcome to the machine. 


in which an industrial revolution has stolen a lot 
of the thunder from the arts of magic, which are 
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Sir Chadwick Moore’s house could have used more 
spring colors. 


physical universe. 

When magic and technology coexist, the 
dynamics can get tricky. What happens when 
someone fires a gun at a wizard who routine- 
ly violates the laws of physics on which that 
gun depends? In Arcanum, the gun is likely 
to fail. Conversely, if someone tries to cast a 
magic missile against an advanced technolo- 
gist, it’s prone to fizzle since the laws of 
physics are in full effect. Every character in 
the game has a magic/tech aptitude, which is 
a point on a scale that looks like a thermome- 
ter. At one end of the thermometer is magic; 
at the other end is technology. When you 
learn a spell, the rating moves towards 
magic. As you study a science, the rating 
moves towards tech. A person with a rating 
skewed towards the far end of the scale is 
likely to throw the balance of the physical 
universe around him. This is why magic users 
have to sit in the back of the train; too many 
magic users up front can throw the machin- 
ery in the engine out of whack. 

A character's magic/tech aptitude will close 
some doors and open others in the world of 
Arcanum. It will have an effect on how people 
interact with you. There are no classes in 
Arcanum to restrict weapon and armor types, 
but your aptitude will have an effect on how 
objects work for you. Imagine a magical ring 
that adds four points to your dexterity. If your 
character leans towards technology, the infor- 
mation display on the ring will show that it 
only works at 75% efficiency for you character; 
therefore, you'll only get a three point dexter- 
ity bonus. If you’re a technologist who’s stud- 
ied several disciplines, if might only work at 
25% and give you a single point of dexterity. 
And if you've got advanced degrees in the 
disciplines, it might not work for you at all. 

Although, as you advance your character, 
you can make the choice to balance your 
study of magic and technology so your rating 
hovers in the neutral area and all items will 
work at full efficiency for you. But when the 
time comes to start studying advanced spells 
and degrees, you'll have to make tough choic- 
es. Although Arcanum doesn't have character 
classes to restrict weapons and armor, you can 
still experience the sort of frustration a wizard 
feels when he opens a chest at the end of a 
difficult quest to find...a Vorpal Blade. 


Whose turn is it to knock? 


SPELLCASTING AND FATIGUE 

Magic is divided into 16 colleges, each with five 
increasingly powerful spells. You buy these 
spells with character points, starting with the 
least powerful one in the college and working 
your way up. By the time you've bought all five 
spells, you will have spent 25 points. Consider 
that each level up gives you 5 character points 
and the average player will finish Arcanum at 
around level 40, having spent a grand total of 
200 points. You could theoretically spend these 
learning all the spells from half of the colleges, 
but you'll limit your advancement in other 
areas. Arcanum will offer plenty of choices for 
character development and spellcasting is just 
the beginning. 

When you look at the interface for Arcanum, 
it looks as if Troika is using the familiar concept 
of mana for their spellcasters. On the right side 
of the screen, you have a flask filled with red, 
representing hit points. On the left you have a 
blue flask representing mana. No, wait, that 
blue stuff isn’t mana. “It’s your fatigue,” one of 
the guys at Troika explains. Ah, like for run- 
ning? “It’s for lots of things,” he says. 

Running costs fatigue. Fighting costs fatigue. 
Getting whacked with a weapon costs fatigue. 
And, perhaps most importantly, casting a spell 
costs fatigue. If you try to cast a spell that takes 
too much fatigue, you'll pass out. Blunt 
weapons knock off more fatigue than hit points, 
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It’s not easy being green 


science and industry, since you have to actu- 
ally build the items; science just provides the 
blueprint. Literally. Each of the eight disci- 
plines has seven levels, called degrees, each 
of which gives you a schematic for a new 
item. Once you have this schematic, you can 
combine components found in the world to 
make new items. With a basic knowledge of 
electricity, for instance, you can combine a 
lantern with a filament to make an electric 
light. The gunsmithy discipline lets you build 
increasingly powerful guns, ranging from a 
basic pistol to Arcanum’s counterpart to the 
early machine guns. 

Although there’s a lot of overlap, the 
developers at Troika didn’t want magic and 
technology to simply mirror each other. For 
instance, both will allow you to bring a pow- 
: = erful follower into your party to help with 
tf | combat. A doctorate in mechanics will let 
(Oa | you build a mechanical spider. One of the 
miu, #}) | spells in the college of summoning will let 
) i | you call a demon. But the demon could 
frighten your other followers, who might 
refuse to come with you as long as the 
demon is tagging along. Also, you have to 
spend fatigue to keep the demon in your 
| party, whereas the spider will follow you 
Have flamethrower, will travel. | indefinitely. In fact, if you want, you can 


keep the spider in your pocket when you're 
not using him. If he gets hurt, just use your 


NO MIRRORED DISCIPLINES HERE | repair skill to heal him up. But building a 


which representing pummeling someone into 

unconsciousness. This is particularly effective Technology uses a completely different para- | spider requires an expensive steam engine 
against spellcasters, since you can effectively digm. Rather than using magic to conjure | and a handful of gears. The demon just costs 
knock the spells from their heads by driving | shortcuts through the laws of physics, you | fatigue, which is automatically replenished 
their fatigue down. | use disciplines to make things. It’s a bit of | over time. 


The old sarcophagus-is-really-an-underground- The great grave robbery. 
entrance trick. 
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Technologists may get better weapons, but magic 
users get better spell effects. 


ITS NOT WHAT YOU CAN DO, ITS WHAT 
YOU CAN DO WELL 
Regardless of their bent towards magic or tech- 
nology, characters will have basic combat, 
thieving, social, and tech skills. The skill rating 
will be determined by the character's attributes, 
but they can be increased with character points. 
In addition to the skill rating, there are three 
levels of training in each skill. There will be 
places in the world of Arcanum where you can 
complete training as a beginner, expert, or 
master in each of the skills. For instance, if you 
have a high archery rating, you’re just naturally 
talented; you'll have a good chance to hit when 
you fire a bow. But if you complete training, 
you'll get special bonuses. As a beginner, you’l| 
ignore the range penalty. As an expert, you'll be 
able to fire at double speed. And as a master, 
you Il ignore any visibility penalties for firing at 
targets in the dark. If you're a master at hag- 
gling, you'll have the option to buy special 
items that wouldn't normally be for sale. A mas- 
ter of dodging will turn a miss into a critical 
miss that will cause damage to his opponent. 
Troika has removed this sort of skill training 
from the normal level up procedures to build 
side stories into the game and force some tough 
choices. Take, for example, the story of the elu- 
sive Dodge Master. If you manage to actually 
find him, you will discover he is blind and reluc- 
tant to train you. It seems he was blinded in 
combat with the Melee Master. He agrees to train 
you if you will find the Melee Master, kill him, 
and gouge out his eyes. Of course, this could 


After an industrial revolution, elven treehouses 
aren’t quite so rustic. 
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So much equipment, so little time. 


put a damper on any plans you might have had 
for master training for your melee skill. 


GAMEPLAY AND FATE 

Side quests like the aforementioned will give 
you the ability to override the game engine with 
fate points. You can spend these on a pulldown 
menu that resembles a list of cheats. There are 
immediate effects, like completely replenishing 
your hit points and fatigue or deferred effects, 
like automatically making your next melee 
attack a critical hit. Troika will reward extraordi- 
nary deeds with a fate point. For instance, cer- 
tain heroic quests will give you a fate point. But 
certain villainous deeds, like slaughtering the 
population of an entire village, will also give 
you a fate point. “We don’t take a moral stand,” 
says Cain, which is evident to anyone who 
played Fallout. 

This sort of freedom is a crucial element in the 
design of the game’s story. Cain believes 
strongly in letting the player decide what kind 
of game he wants to play; he wants the game 
world to react to the player’s choices. There’s an 
extensive tree of branching qualifiers that deter- 
mines how NPCs treat your character. Every NPC 
has a base reaction determined by superficial 
things like your character's race and beauty rat- 
ing. Certain actions, such as the aforementioned 
slaughter of an entire village, can also figure 
into this base reaction. Once you begin interact- 
ing with an NPC, your charisma rating further 
modifies the reaction and determines the avail- 
able dialogue options. You can see the rating 
changing on a scale of 1-100 as you interact 
with someone. Most quests will have three types 
of solutions: a brute force “combat” solution, a 
stealth-oriented “thieving” solution, and a talk 
solution. This latter solution will depend on a 
high charisma and the successful navigation of a 
dialogue tree, but it will hopefully give Arcanum 
a sense of the social interaction so often missing 
in computer role playing games. 


GROUP DYNAMICS AND CARTOGRAPHY 
Arcanum will ship with multiplayer support 
above and beyond what you'd normally expect 
in a computer RPG. Multiplayer games, however, 
will be completely separate from Arcanum 's 
single player game. They'll take place in “mod- 


ules,” which are smaller map areas containing a 
few quests. Players can band into parties that 
will share experience points when they’re 
together, but the nature of the game engine is 
such that players can split up whenever and 
wherever they want. Although you can work on 
character advancement in multiplayer sessions, 
you won't be able to keep objects from game to 
game. This could be a particular disadvantage 
for object-dependant technologists, so Troika is 
looking into ways to balance the lack of a con- 
tinuous inventory. 

There shouldn't be any shortage of modules 
for multiplayer games—or single player games, 
for that matter. Troika will ship Arcanum with 
WorldEd, a comprehensive game editor. It'll be a 
fairly simple matter for players to whip up a 
map, stock it with some off-the-shelf monsters, 
and have a quick adventure ready to play or 
post on the internet. But harder-core gamers will 
be able to modify the game even further. “These 
are all the same tools we're using to make the 
game,” says Troika’s Leonard Boyarsky. “If 
someone has enough scripting knowledge, time, 
and effort to put into this, they could use these 
tools to make a new game that’s as complex as 
what we re putting out now.” 

“We fully expect an internet community to 
spring up around this,” says Cain, “kind of like 
with Quake mods.” 

“We prefer to compare it to Half-Life 
mods,” Dave Grenewetzki, who’s sitting 
beside Cain, adds with a chuckle. 
Grenewetzki is the president of Sierra 
Studios. He seems genuinely pleased with 
Arcanum and not just in the forced corpo- 
rate sense of being pleased with something 
your company is doing. He’s certainly aware 
that Cain’s last game, Fa//out, was a com- 
mercial and critical success, not to mention 
a game with a unique sensibility. It’s easy to 
see why Sierra snapped up Arcanum. And 
it's not hard to imagine RPGers doing the 
same thing this fall. m= 
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Command your warship with — 
skill and daring; or you'll find — 
yourself caught defenseless 
in the Tholian Web. 


_ planet, then drive 
— abyss of a black 


All screen shots taken using the Diamond” 
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team-based play, and the others in observa- 
tion mode). 


driven. Corporations, driven by promises of riches, play ise ay oe pki be * 


follow-the-sales-leader, desperately trying to replicate pretty much wiping the planet clean. A few 


Survived and remained on the surface, while 
most took to the oceans. As is usually the 
case, the undersea survivors broke off into 
factions, and two rival civilizations took con- 
trol: the military-loving White Sharks, anx- 


. one . aAinc 3 ious to regain a position of world dominance 
featured real-time strategy game developed by Ellipse Studios in ahd the ecologies tisndiv aRaeeronle 


- Australia and published in North America by Canadian publisher _|__°°°«'ng balance with the earth and prepared 
to enforce it with all the weapons at their... 

disposal. 

All hell breaks loose when Corium 276, one. 
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Imost all forms of entertainment, on some level, are hit- 


past successes but giving each subsequent product a “twist” to 


differentiate it. For example, consider Submarine Titans, a full- 


Strategy First. 
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paigns. (There are ten missions per side in the 
campaign.) “The White Sharks and Octopi, 
being of human origin, aren’t that different,” 
Paul Thibault, the game’s producer for Strategy 
First explains. “But they emphasize different 
types of technology because one is ecologically 
based and the other militarily.” However, 
Thibault does point out that the Silicons are 
quite a bit different. “They really add a differ- 
ent gameplay element. You have to think ina 
completely different way.” 

Aside from the usual tactical considerations, 
the technology tree is a major source of the 
game's strategy. There are about 40 upgrades 
for each civilization, and you can steal technol- 
ogy from the enemy, and an online database 
gives you information about every technology 
and how you get there along the tree. 

It also gives you information about every 
unit, and there are plenty to choose from (near- 
ly 100). Within a given scenario, there are no 
limits to the number of units you can create. 
“[Ellipse Studios] wanted to make sure that they 
didn't limit the player at all,” explains Thibault, 
though he does warn that a lot of units on 
screen will slow down a lower-end (Pentium 
200 minimum) machine. 

Thibault says terrain plays an important fac- 
tor in the game's tactics as well. Because the 
game’s underwater, your units can move at five 
different levels of depth. “If you have a large 
fleet, it's natural to expect the front guys are 
going to take the brunt of the attack,” he 
explains. He then illustrates how you can use 
true 3D formations, for example, to protect 
transport ships in certain scenarios that require 
you to recover an artifact. (While there are plen- 
ty of canned formationsunits do not assume a 
default formation, as they do in Age of Empires 
Il, when grouped and sent across the map.) 

One advantage to being underwater versus 
on land is that there are no ground-based 
units—basically, all units fly. However, as 
Thibault points out, they do not need to be 
constantly in motion like airplanes; instead, 
they behave more like helicopters, hovering in 
place when not being moved from location to 
location. Perhaps more importantly, units can 
freely pass each other without colliding (or a 
need for complex pathing algorithms) as they 
exist in the 3D space of water. 


SUB MISSION 

While the campaigns are the usual collection of 

story-based missions (with technology research 

that carries over), replayability may be found in 
the game's random mission generator and edi- 


[left page] You can push the interface aside to give 
you more screen real estate. 


[top right] At high resolutions, you get more unit 
monitors on the interface bar. 


[right] It’s complete chaos! 
[below] Attacking the Silicons. 


[lower right] Zap, you're dead. 


tor. As with Age of Empires, you can create a 
near infinite number of battles on randomly 
generated maps. You select the terrain type 
(from toxic, arctic, Mediterranean and tropical), 
a number of limitations (number of total units— 
if any, research levels and limits, density of 
resources, etc.) and battle. You can do this for 
either single or multiplayer games. 

The game will also ship with a simple-to-use 
but powerful editor. “These guys [Ellipse] are 
putting a lot of work into it,” says Thibault, “to 
make it easier for people to make some cool 
maps with it at any level of competence or cod- 
ing knowledge, from someone who just wants 
to play to those who want to design entire cam- 
paigns.” They'll be able to make individual 
missions or entire campaigns. 

You will be able to customize the Al with a 
scripting language they plan on documenting. 
You can play against other people’s scripts, and 
even have them battle each other in deathmatch 
modes. It could also be programmed to assist you 
in base building and other more mundane tasks, 
though it remains to be seen if it’s simple enough 
for anyone but the most devoted to utilize. 


A 2D GAME IN 2000? 
Instead of using pretty 3D graphics to give the 
appearance of being innovative and unique, 


Submarine Titans makes due with “old-fash- 
ioned” 2D graphics. While it’s certainly an 
attractive game, it lacks the true rotatable 
3D graphics and accelerated effects of more 
cutting edge software (you know, the games 
that get the most press yet seem to have no 
real audience). The game’s terrain is actually 
3D, presented with the traditional isometric 
2D graphics viewable from four different 
sides. While this may make it something of 
an anachronism (at least to some people), it 
also means it'll run on more machines and 
has slightly simpler controls (does anyone 
really like screwing around with a free-float- 
ing camera?). 

Ellipse is really banking on the game being 
defined by its depth of gameplay. “The depth 
and the complexity of the strategies [for each 
side] makes it different from other games,” 
explains Thibault. “It gives [players] a ton of 
different approaches toward winning because 
the strategies can be completely different in 
every game. m —Steve Bauman , 
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A look into the future of PC game sales and the Internet 


he Internet is radically altering the gaming landscape, 
changing the way games are conceived, created, and dis- 
tributed. These changes affect developers, publishers, and 
the retailers that sell the games throughout the nation or, obvi- 
ously, over the Internet. 

“Well duh,” you're probably thinking, “that’s a bold and 
insightful statement.” (You sarcastic bastard, you.) In all seri- 
ousness, two years ago, we looked at three specific compa- 
niesBungie Software, Monolith Productions, and Vicarious 
Visions—and the hoops independent developers and/or pub- 
lishers had to jump through to get their games on store shelves 
and into the hands of gamers. While they all elected not to par- 
ticipate in version 2.0 of this article, we found some other 
developers and publishers who were willing to talk about how 
the Internet is creating new and interesting methods of getting 
games into the hands of gamers. And how it may help (or hin- 
der) independent developers and publishers. But first we start 
at a familiar place, your favorite computer software store. 


The journey to the shelf 

It goes a little something like this: Publishers 
give a developer some money to work on a 
game. Once completed, the publisher works 
with retail stores and distributors to get the 
game on store shelves. Since there’s a fixed 
amount of physical space available on store 
shelves, retailers can pick and choose what 
they want to carry, so publishers spend money 
to make sure their products are carried (they 
may barter with other titles, as in “If you take X 
copies of Game Y, we'll give you more of Z, 
which you really want to sell”). 

It's well-documented that products with 
prominent store placement and bountiful 
quantities will sell better, regardless of their 
quality, than a great game buried in the corner 
of the store. A publisher can also purchase 
various merchandising marketing vehicles, 
with names like end-caps, all of which are 
designed to make the product stand out at the 
store, thereby increasing sales. However, these 
are incredibly expensive, easily in the six-fig- 
ure range for major retailers like Best Buy, 
CompUSA and Electronics Boutique. For 
Internet retailers, you can purchase things that 
similarly make your product stand out from 
the pack (Want to be on the homepage? First 
on a search?). 

While this system is standard across the 
entire packaged goods industry, from your 
local grocery store to Electronics Boutique, it 
system makes it incredibly difficult—and 
expensive—for a newcomer to get a product on 


the shelf. There was a time in the early days of 
the game industry when a developer could cre- 
ate a game and sell it at your local computer 
game store. And while those days have pretty 
much come and gone, Jim Bloom, vice presi- 
dent of Marketing for maverick publisher 
Gathering of Developers, points out that, in 
theory, it’s really quite simple to get your 
game onto shelves and into gamers’ hands. 
“You only need a product that you can con- 
vince the buyer is worth carrying, and the 
money to support it at the retail level,” he 
explains. “If you can do that, retailers will pick 
up the product.” 


When you talk about games being sold at 
retail, one problem remains. “Large publishers 
have both the money and the leverage to get 
products onto store shelves,” says David 
Gershik, director of sales for Gathering of 
Developers. “But that doesn’t necessarily mean 
that they're good products.” 

The industry needs risk takers, and it often 
seems that large publishers are (perhaps justifi- 
ably) averse to costly mistakes, even if they 
potentially lead to greater rewards. (This is due, 
in large part, to an unwillingness of people to 
risk their jobs on risk projects.) “The nature of 
[The Gathering’s] independence allows us to 
take more creative risks and try to advance the 
products to the next level,” says Gershik. 

But money and experience is usually the 
issue. ‘It’s certainly getting harder or impossi- 
ble for someone new to ‘break into the indus- 
try’ ina completely independent way,” says 
Brian Reynolds, designer of Civilization Il and 
Alpha Centauri (among others) and president 
of the new startup developer Big Huge Games. 
He points out the fact that people with a lot of 
industry experience are forming most of the 


new companies. “Some of that is the growing 
cost of producing games and the increasing 
competitiveness of the industry, and some of it 
is that independence carried to the ultimate 
extreme is frankly not as attractive as it is 
made out to be.” 


Most people agree that the publisher/devel- 
oper relationship will remain. “The expense of 
funding a project during the creation of the 
game, and the cost of marketing the game ina 
very cluttered environment, will still make it 
difficult for most developers to truly self-pub- 
lish,” explains Bloom. “The biggest effect of 
on-line distribution will be the ability for pub- 
lishers and developers to break even on titles 
faster (no need for costly packaging, in-store 
expenses, etc.), which will ultimately drive 
game prices lower.” 

Scott Miller, co-owner and partner of Duke 
Nukem developer 3D Realms, paints an even 
grimmer picture. “For developers, there’s never 
really been a time when self-publishing has 
been a realistic option, he explains. “Most 
that I've seen try—Bungie, Monolith, id 
Software—have failed [ they’ve all made deals 
with larger publishers and/or distributors to 
get their games on store shelves—ed].” He 
thinks the problem is one of quantity, not 
quality. “To self-publish properly, you need a 
around six to ten releases minimum per year, 
and at that point the economics of having a 
sales staff, working the distribution channel, 
etc., begin to break even.” 

(One developer, requesting anonymity, 
explains that going with bigger publishers or 
distributors also helps you get paid. “It can be 
like pulling teeth getting retailers to pay you— 
[a bigger publisher] has a bigger set of pliers.”) 
For a startup developer or publisher, com- 
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mitting to that many titles is a risky endeavor. 
“It’s 100 times more expensive to make games 
than it used to be,” points out Trip Hawkins, 
CEO of 3D0 and founder of industry pioneer 
Electronic Arts. “To do state-of-the-art games 
you need to have a significant engineering 
organization that is committed to developing 
and refining technologies. And you need to 
build on and improve that base every year.” He 
offers 3D0's Sammy Sosa High Heat Baseball as 
an example: by the time of its 1999 release, 
which was widely praised and honored by 
many publications (including this one) as the 
best sports game of that year, they’d already 
been working on the technology and gameplay 
design for five years, spending millions of dol- 
lars along the way. 

Jim Perkins, the Former Senior Vice President 
of GT Interactive and founder of FormGen, Inc. 
(who helped create the “episodic” shareware 
model for games like Wolfenstein 3D, DOOM 
and Duke Nukem) has a new company called 
the World Entertainment Broadcasting Corp 
(WEB Corp.). His company is working with 
developers like Sunstorm Interactive (creators 
of Deer Hunter) to deliver games and entertain- 
ment direct to gamers via the Internet. Not sur- 
prisingly, he predicts that games being sold at 
retail will end in the next 24 months, and that 
the Internet will allow small independent 
developers and publishers to release their 
games. “Large publishers and many developers 
live in the high risk world of the expensive, 
long development cycle ‘Hit-Driven,’ ‘Motion 
Picture’ world, where most games die a very 
quick death on the retail shelf,” he says. “They 
also consider themselves risk averse when 
selecting titles to publish and develop, and 
end up delivering ‘Me too’ games, causing 
content stagnation—this is what killed the 
Arcade Industry, and is significantly contribut- 
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ing to the end of the retail game industry, 
especially PC games.” He thinks the Internet 
will solve these problems by allowing the dis- 
tribution of fun, easily digestible original con- 
tent, much like TV. (Whether or not that’s a 
good thing depends on your opinion of the 
boob tube.) 


So games cost a lot to make, and cost a lot to 
get on to store shelves. This is a bad combina- 
tion. Two years ago, most people we spoke with 
agreed there were few viable alternatives to 
retail. The combination of high download times, 
slow modems, Internet commerce phobias, and 
the difficulty in getting people to come to your 
site to purchase a product made potential alter- 
natives like shareware, direct web sales, and 
partnering with a single online sales agent 
merely a supplemental source of sales to retail. 
However, things are changing, in a big way. 
Terms like broadband, streaming content, and 
increased consumer confidence in online sales is 
painting an entirely different future. 

Gershik doesn’t think it'll go as far as Perkins 
predicts. “While online distribution will have an 
impact, primarily from a marketing standpoint, 
brick and mortar retail [ translation: stores —ed] 
will remain the key distribution method for the 
foreseeable future,” he says. “All of the specu- 
lation about online distribution makes for great 
stories and whips most everyone up into a 
frenzy on one side or another, but given my 
most recent experience having GTE set me up 
with DSL access in my home office leads me to 
the conclusion that we are at least three and 
possibly as many as five years away from the 
time that broadband could come even close to 
matching the distribution potential of a brick 
and mortar retailer with hundreds of outlets in 
key markets.” 

Miller agrees, noting that it’s highly unlikely 


online stores like amazon.com will replace the 
larger, well-run bookstores. However, he does 
feel that direct online sales, combined with the 
shareware concept, might be enough to give a 
small start-up development team its first break 
into the industry. 


Ah, shareware, the time may be right for a 
comeback. It used to be a viable way for inde- 
pendent developers to make and distribute 
their games. You'd essentially get a part of the 
game for free, and then register it to receive 
more stuff, mostly in the form of additional 
levels or more features. (If you're wondering 
what makes that different than a demo, share- 
ware games typically offer more gameplay.) 

Miller, who along with Perkins, effectively 
legitimized (and invented) the shareware 
concept, feels it’s still a viable alternative, 
though oddly enough it suffers from the same 
problem of the entire industry. “Too many 
annual game releases give players too many 
choices,” he explains, “so only the very top 
games (or a unique niche game) rise above 
the heap to get noticed.” 

But the Internet, and the amount of cover- 
age you can receive on the myriad of review 
and fan sites, can help create a buzz that can 
direct gamers to the better titles. Bloom points 
to The Gathering’s own title, Darkstone, which 
he says positive Internet buzz contributed to 
turning a small launch into a sales success of 
over 100,000 units. 


One future scenario, one that may spell trouble 
for both traditional gaming and retail, has 
more and more games becoming massively 
multiplayer a la U/tima Online, EverQuest, and 
Asheron's Call. Currently, you sell the game at 
retail in a box and collect monthly fees. One 


LONDON OAR OM ETRE O NO 


noenoncnncannacencencecenennenonneetie 


side benefit is a virtual elimination of software 
piracy, as the games require unique numbers 
and a credit card to play. In theory, you could 
duplicate the CD as many times as you'd like, 
but they'll get you to pay for the game even if 
you don't... pay for the game. 

That steady stream of revenue is really 
attractive to publishers and developers alike. 
“You can't underestimate the impact that a 
well developed massively multiplayer game, 
combined with a strong license such as Star 
Wars [EverQuest creator Verant is working 
with LucasArts on such a project —edl, will 
do to advance the genre,” says The 
Gathering’s Gershik. “It'll bring the rest of us 
along with it.” 

Miller also thinks they'll become a larger 
part of the industry, “especially as interfaces 
become easier to learn, Internet connections 
keep moving in the broadband direction, and 
games become less hardcore in nature.” 
Perkins echoes the feeling that games (both 
online and off) need to become less hardcore. 
“| see most of the massively multiplayer games 
available today as hard to play, incredibly 
expensive time-wise, unreliable, and inaccessi- 
ble to most people,” he says. 

However, the pricing and distribution may 
change over time. “There will be no need for 
retail distribution [for future games],” says 
Perkins. Miller thinks they'll start to take on the 
characteristics of consumer goods like razors, 
where you buy the razor itself cheap and make 
money selling the blades. “Publishers will real- 
ize their profits on the subscription fees rather 
than the game itself,” predicts Miller. “They'll 
soon figure out it’s better to practically give 
away the game, and get it into as many hands 
as possible.” 

Hawkins, whose company has owned and 
operated the online game Meridian 59 for a 
number of years, is slightly skeptical about their 
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future. “Great online games will be even more 
expensive to develop and market than disc 
games,’ he says. “At this point they have proven 
to be fascinating from technical and sociological 
perspectives, but not from a business perspec- 
tive.” He feels that people really won’t want to 
pay subscription fees for any games. “New busi- 
ness models for online gaming will need to be 
developed. Overall, | think consumers are stil 
tuning in to the value of online gaming and will 
appreciate it more over time and be willing to 
spend more money on it.” 


Gaming on the fly 

Another possibility for online game distrib- 
ution lies in on-the-fly distribution. Basically, 
you download the game as you play. With 
increased penetration of broadband, this is 
becoming more and more viable. Wild 
Tangent (www. wildtangent.com), started by 
former DirectX guru Alex St. John, has created 
a driver to help facilitate this kind of content 
delivery. They’re currently working with 
Perkin’s WEB Corp. 

Despite Wild Tangent’s fairly impressive 
demos of race games and other 3D games on 
its website, developers like Reynolds think it’s 
really only technologically feasible for simple 
games like chess, puzzles games, etc. “The 
download times for typical strategy, role- 
playing, or action games are still prohibitive 
by several orders of magnitude,” he says. “| 
think CDs/DVDs will be the most efficient 
delivery system for some time to come, even 
for games which are mainly intended to be 
played online.” 

The big question is how companies are sup- 
posed to collect money for these kinds of 
games. There are a number of possibilities— 
incidentally, none require retailers—including 
the old arcade game standard, pay-per-play. 
Basically, you'd “virtually” drop a quarter (or 
pay per hour/minute) into the game and play. 
But Gershik gets to the basic crux of the prob- 
lem with delivering games in this manner. “I’m 
not aware of anyone actually making any 
money doing it this way.” Miller concurs. “I 
doubt pay-per-play is a good model,” he says, 
“because we already have superior models in 
place: free and monthly subscription.” 


Ads in games 

Another possibility is advertiser-supported 
gaming. The game would be free, but there be 
advertising, either in the form of banners or 
within the game itself. Both pose significant 
problems, both technologically and philosoph- 


“You can't underestimate the impact 
that a well developed massively multi- 
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license such as Star Wars will do to 
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—David Gershik, Gathering of Developers 


ically. On the technology side, Reynolds notes 
that the simple card and board games can uti- 
lize this model, because the game's themselves 
consume little of the precious bandwith real- 
time, fast-moving games require. “The players 
are casual, and the advertising doesn’t directly 
detract from the gaming experience.” Perkins 
thinks that if the ads are extremely targeted, 
they'll be less problematic and more effective. 
“If targeted to the audience that wants to see 
the ads—the ads need to be of high quality as 
well—good ads are fun.” 

But not all games are suitable for advertis- 
ing. “[It] tends to detract from the immersive 
experience players are looking for,” notes 
Reynolds. “Early indications from gamers is 
that they don’t want to be bombarded with 
ads in games, which | agree with 100%, ” 
explains The Gathering’s Bloom. “To truly enjoy 
the immersive nature of a game, you can't be 
distracted with ad messages.” 

Miller feels that product placement, the 
controversial practice of selling product men- 
tions and obvious displays in movies and TV, 
will appear in games. “We've had them in 
movies and TV shows for decades, so | don’t 
see why it can’t work, at least as supplemental 
revenues, he explains. “In fact, we're doing 
this within our future games.” Does this mean 
Duke Nukem will drink Pepsi, wear Tommy 
Jeans and drive a BMW in his next game? 


Future platforms 

Everyone wants to expand the market for 
games. New distribution methods, either in 
stores or via the Internet, are only a part of the 
equation. While there’s no real consensus on 
how PC games will be sold and distributed in 
the future, a bigger question is whether or not 
PC games will even exist, and if they do what 
form they will take. PC developers, used to sell- 
ing at most a few hundred thousand copies of 
their games, are salivating at the prospect of 
multi-million sellers the console systems rou- 
tinely deliver. 

In the past, cross-platform development 
required a lot of compromises. With console 
systems becoming more like PCs—Microsoft’s 
X-Box is even based on an Intel processor and 
runs Windows—the line between computer and 
console games will be forever blurred. “We've 
finally reached the point that all game plat- 
forms are generally within the same ballpark, 
spec-wise,” says Miller. “This makes it the best 
time for publishers to think in terms of game 
‘suites,’ meaning that a top game concept 
should be developed for release across all the 


next-gen platforms (PS2, X-Box, Dolphin, PC). 
Since simultaneous development is not that 
difficult now, this is a great way to maximize 
the consumer base for a single game concept.” 

3D0’s Hawkins agrees. “I am not aware of 
any publishers who plan to remain solely in the 
PC market,” he explains. “Great compromises 
were required in the past due to the huge dif- 
ferences in machine architecture. But the PC 
and the next generation consoles have much 
more in common than ever before, so for the 
first time in history there will be few compro- 
mises in crossing platforms. ” 

“A publisher can do extremely well on only 
PC content, as long as it’s good content,” 
points out Perkins, adding that the Internet will 
be the catalyst that allows this to happen. He 
feels that the big problem with a lot of PC 
games is that they're too focused on hardcore 
gamers, that they need to be focused more on 
the mainstream. “Huge markets exist for spe- 
cific types of games on specific game plat- 
forms—you just need to make and deliver the 
right games for them... make a great game for 
your audience on a specific platform and you 
will be very successful.” 

But at least one developer plans on staying 
PC-only. “I can tell you from actual and cur- 
rent experience that a developer can do just- 
fine-thank-you-very-much with PC only 
games,’ asserts Big Huge Games’ Reynolds. 
“It's not that | wouldn't love to double or triple 
(or whatever) my income by making my games 
cross-platform, it’s that so far the console is 
not a very suitable platform for the kinds of 
games which are successful on PCs.” 


The future is... 

“Most developers and publishers are truly 
clueless,” says Miller with his characteristic 
candor. “[They] do not design game concepts 
with the proper foundation in mind—they just 
think of ‘cool’ game ideas without really think- 
ing of the entire picture. And until publishers 
learn what this really means, they will forever 
have a batting average that won't even get 
them into the minor leagues.” Hail to the king, 
indeed. 

Ultimately, all of this talk about how to sell 
games, how they'll be distributed, or what 
platform they'll be created for ignores one 
simple truth: this is all a fairly inexact science, 
and no publisher or developer has a surefire 
formula for creating or selling a game. But 
what is certain is that things are changing, and 
whether or not it means more or fewer games of 
greater or lesser quality remains to be seen. @ 
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Support vs. Optimization: 
Taking advantage of new technologies 
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kay, so maybe the folks at NVIDIA went a little overboard when evange- {~--~~~-~>>>>>>>>>>>> 


lizing the benefits of hardware accelerated Transformation and Lighting 


last fall when the GeForce 256 was announced. Or did they? Just about 


every developer, and even competing 3D card manufacturers, admit 


that it’s a tremendously important technology for the future. NVIDIA says there’s 


support for it now and more on the way, but do GeForce owners really get a bet- 


ter experience out of their current games because of hardware T&L? The answer 


is largely no, because while some games support hardware T&L, there are no 


games yet released that are optimized for it. 


Therein lies the key. When a new technology 
appears on the scene, it is often supported by a 
few titles. As time goes on, often more hard- 
ware vendors offer the technology, and support 
grows. But the benefits aren’t really seen by 
gamers until the hardware is widespread 
enough to actually optimize software for it. 
When a game supports a certain technology, it 
simply makes use of it if it exists. If a game is 
optimized for a technology, then the game 
content is changed to take full advantage of it. 

For our T&L example, let's look at the current 
situation. Quake /I/ Arena supports hardware 
transformation, as do the games that use its 
engine (Voyager: Elite Force, Heavy Metal: 
FAKkz, Alice, and Wolfenstein 2000). Soldier of 
Fortune supports TEL, and so do Force 
Commander, Motocross Madness 2, Vampire, 
and Messiah. Can you really tell, though? None 
of these games really look any different with TEL 
than without. If you’ve got a 600MHz Pentium 
Ill or Athlon, the game will likely look the same 
with a TNT2, G400, or Rage 128. Sure, the 
GeForce is faster because it’s got more fill rate, 
and maybe TEL support in games help them run 
more smoothly (especially on slower machines). 
It’s not delivering the night-and-day visual dif- 
ference that was evangelized, though. 

That's not to say that T&L can’t live up to its 
promise, when the game content is optimized 
to take full advantage of it. If you’ve seen the 
Dagoth Moor Zoological Gardens demo that 
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showcases the technology powering the 
upcoming game Experience, you know that TEL 
can make a world of difference. You can visit 
the developer’s site at www.wxp3d.com and 
download the tech demo, which might run on 
cards without hardware TEL acceleration, but it 
will be a slide-show. It’s a great example of the 
difference between a game that supports a 
technology and a game that is optimized for it. 
The story is the same with $3TC texture com- 
pression. You can see demos of how impressive 
it makes everything look, but why don’t games 
look like that? You may not know it, but there 
are games out there already that support S$3TC 
texture compression. Quake /I/ Arena does, and 
so does Soldier of Fortune. These games aren't 
optimized for it, though...they only compress 
the same textures that would be used anyway, 
simply to save memory. The idea behind tex- 
ture compression is to use higher-res textures 
than would otherwise be possible. If you've got 
a Savage3D, Savage 4, or Savage 2000 card, 
you can see this at work in Unrea/ Tournament. 
The second CD contains special high-res $3TC- 
compressed textures, but you've got to run the 
game with an S3 card using the Metal API to see 
them. You can also head to the Diamond 
Underground site at www.dmmunderground.com 
to download special Quake /// Arena levels 
along with a special executable to see what 
8OMB of textures in a single level can do. Last 
spring, there were very few video cards that 
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supported S3TC compression. Now, we already 
have GeForce, ATI’s Rage 128 Pro, and all $3 
chips since the Savage 3D. 3dfx’s Voodoo4 and 
Voodoo5 should support it, and Matrox is sure 
to follow soon. Developers now only have to 
wait for the installed base of these cards to 
increase before they can say “okay, everyone 
has S3TC, let’s build our game around it.” Then, 
presto!, an instant increase of four to six times 
the texture detail. 

Remember the argument about 32-bit color 
last year? 3dfx’s Voodoo3 still provided only 
16-bit color, while all the competition support- 
ed 32-bit. The argument was that games just 
don't look better with 32-bit color, even if it’s 
supported. That was true then, but along came 
Quake III Arena, the first game to really truly be 
“optimized” for 32-bit color, and the difference 
is astounding. If you had bought a Voodoo3 
card six months earlier, the game still looked 
good, but nowhere near as nice as it looked on 
a card with 32-bit color capabilities. Any six- 
month old card will be surpassed in speed by 
something newer, but here there was one that 
was wanting for features. The point is not to 
pick on 3dfx or any other graphics vendor—the 
point is that some features are important in a 
video card even if the technology isn’t show- 
cased well in current software. That is, unless 
you're the type who likes to replace your video 
card every six months. 

Some video cards being released now offer 
advanced features like hardware transforma- 
tion and lighting, bump-mapping, texture 
compression, etc. These aren't exactly staples 
of modern games. There are plenty of games 
that support them, but none are yet opti- 
mized for them—you won't see night-and- 
day differences if you have a card that has 
these features. Later this year, that won't be 
the case, though. This Christmas season, 
you ll see games that either require features 
like TEL or texture compression, or have opti- 
mized models and textures for video cards 
with those features. The visual difference will 
be quite dramatic. There’s a definite chicken- 


and-egg battle going on—developers don't 
want to do the extra work to make game con- 
tent optimized for specific features until a 
very large segment of the market has the 
hardware, and hardware vendors don’t want 
to make their products more costly with fea- 
tures that don't provide immediate benefits 
to users. | prefer to err on the side of “have 
the hardware first, even if it’s not used.” | like 
knowing that when “support for...” turns to 
“optimized for...” in six or eight months, | 
don’t need to spend $300 to upgrade my 
video card. m 


Q: So how do the laptops run the obstacle of 
gaming these days? For the problem of hard 
drives, memory, and speed no longer cause a 
problem, what about the age-old graphics 
card debate? 

Simon 


A: It’s possible these days to get a laptop with 
lots of processor power, a sizeable hard drive, 
and 128MB of memory or more. They cost a 
pretty penny, though; quite a bit more than a 
comparable desktop system. Laptops generally 
have two big problems with games. One is the 
replacement of the mouse with a touch-pad 
and often a “squashed” keyboard, which is 
easily remedied since you can find laptops with 
full-size keyboards and you can plug a mouse 
into any of them if you want. The bigger prob- 
lem is 3D graphics. Laptop graphics are more 
than a year behind the best PC graphics cards, 
and are often missing many important new 
features. They often have very limited memory 
as well. The first really capable 3D gaming ona 
laptop will probably come with the release of 
ATI's new Rage Mobility 128 chip this spring, 
which is essentially a Rage128 made into laptop 
form, with either 8 or 16MB of memory. It’s 
quite a bit slower than current PC cards, but it 
at least has all the blending and filtering modes 
necessary to run modern games (we've seen it 
running Quake 3 at a playable rate and looking 
very good). Laptops are going to stay far 
behind desktop PCs in the graphics arena for 
quite awhile, since the heat and power con- 
straints of laptop hardware really limits what 
you can put in there. 


Q: In a few months my wife will be getting 
herself a new computer. She is planning on 
getting a 21” monitor. When she or | play 
games, will the size of the monitor affect the 


image of the games or will we have to get a 
smaller one? 
Shaw S. 


A: Well, a large monitor obviously makes every- 
thing look bigger, which is really the whole point 
of buying one, right? So the larger the monitor, 
the “blockier” a game tends to look at a given 
resolution. Actually, everything at a given reso- 
lution will appear blockier, not just games, 
because each pixel is larger. Let’s say you’re run- 
ning a game (or anything else) at 640x480. 
Well, those 640 pixels will be stretched across a 
screen that is probably over 16 inches wide, 
where those same 640 pixels would be stretched 
over a width of only about 12 inches or so ona 
17” monitor. | wouldn't worry too much about 
the effect, just make sure you spend a little 
money buying the fastest video card you can so 
you can run games at a high resolution. 


Q: For games that require files to be retrieved 
from the hard drive, is it better to have SCSI 
hard drives? If it is, how much improvement 
would this show from a hard drive running 
on IDE? How would running two hard drives 
affect performance for gaming? 

Cronos 


A: Generally speaking, there is almost no real 
speed advantage to using a SCSI hard drive 
these days. If you want to spend a /ot of 
money, you can get a SCSI hard drive that’s a 
little faster than a good IDE hard drive, but 
we re talking about twice the price, here. Then, 
you've got to buy a SCSI controller as well. It’s 
really not worth it. Quality IDE hard drives these 
days have transfer rates in excess of 20 
megabytes per second, and 2MB buffers. If 
you ve got an older hard drive, you might real- 
ly benefit from upgrading to a newer, faster IDE 
drive, but there’s really no reason to spend all 
that money for SCSI just for perhaps one or two 
seconds less loading time. SCSI might be useful 
if you run more than four drive devices, since 
that’s the limit of IDE drives you can run with- 
out buying another controller card, but other 
than that it’s not practical from home PCs. 
Running two hard drives shouldn't slow 
things down at all, unless you’re running some 
background program that is accessing your 
second hard drive while at the same time 
accessing the first. In fact, having your 
Windows swap file on the second hard drive 
and your games installed on the first Cor vice 
versa) can even speed things up a little bit. = 


The planet looks much sharper and more detailed when textures are optimized for S3TC. 


Mac-Branded Voodoo 4/5 — 3dfx recently 
announced that it is producing PCI versions of 
the new Voodoo4 and Voodoo5 cards branded 
for the Mac. Both products include both a stan- 
dard CRT monitor output in addition to a DVI 
output, which enables support for Apple’s all- 
digital flat panel displays. The new Mac boards 
feature the same VSA-100 (Voodoo Scalable 
Architecture) processor found in their PC coun- 
terparts, support for 32-bit RGBA rendering, 24- 
bit depth-buffer (Z and W), 8-bit stencil ren- 
dering, FXT1 texture compression support, 32- 
bit textures, 2048x2048 texture size support, 
advanced texture and color combine capabili- 
ties, native support of Macintosh data formats 
and a 350 MHz RAMDAC. The Voodoo’ 4500 PCI 
and Voodoo5 5500 PCI for Mac are expected to 
be available in the company’s second quarter 
at a suggested retail price of around $200 (for 
the Voodoo4) and $329 (VoodooS). 


VIA Buys $3 Graphics — $3 recently 
announced its intent to sell the graphics chip 
segment of the company to VIA Technologies 
for $323 million in stock and cash. In actuali- 
ty, the sale isn’t to VIA, but to a newly 
formed joint venture company between VIA 
and $3. The new joint-venture company will 
produce integrated video solutions for VIA’s 
motherboard chipsets. If it meets certain 
technology milestones, more cash will be 
awarded to S3 Inc. $3 will now shift its com- 
pany focus to its home networking and Rio 
portable music devices, as well as upcoming 
internet appliances, most of which are sold 
under the Diamond brand name. What this all 
means to owners of current $3-based video 
cards is unclear. : 


ATI Buys ArtX — ATI Technologies recently 
completed the acquisition of ArtX, Inc. ArtX 
was a 3D graphics technology design compa- 
ny making components for digital set-top 
boxes and Internet Appliances, as well as the 
company that designed the graphics chip for 
the upcoming Nintendo Dolphin game con- 
sole. Though ATI’s chip code-named Rage 6, 
due out this summer, is too far along to ben- 
efit from ArtX’s technologies, ATI will be 
releasing a graphics technology designed for 
integration onto motherboards developed by 
the company. 


3dfx Buys Gigapixel — Continuing the 
recent round of consolidation in the graphics 
arena, 3dfx recently purchased Gigapixel 
Corp. for $186 million in stock. Gigapixel has 
produced a working prototype of their tech- 
nology, though no OEM or off-the-shelf prod- 
ucts have been made available. In the short 
term, 3dfx plans to use Gigapixel’s technolo- 
gy for laptops, cell phones, Internet 
Appliances, and any other small device with 
limited power and heat constraints that can 
benefit from accelerated graphics. In addi- 
tion, the company will merge Gigapixel’s 
technology into their desktop product line 
over time, though products that see the benefit 
of this merger will likely not appear until 2001. 
3dfx’s fall product, code-named Rampage, is 
too far along in the design process to incorpo- 
rate Gigapixel’s technology. = 
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astest video card yet? 


he hype is extraordinary. Video card manufacturers are always quick to 
throw such amazing performance numbers at us that it’s hard to know how 


something will perform in the real world. NVIDIA certainly isn’t new to the 


marketing game, having promised amazing things from the original 


GeForce 256 last year. As with most marketing, most of it was exaggerated 


hyperbole, but the original GeForce has still been the fastest video card you > 


could buy, hands-down, ever since it was introduced. 


NVIDIA is at it again. Just as the Riva 128 was 
superceded by the 128 ZX in the spring follow- 
ing its release, and the TNT was refined into the 
TNT2 last year at this time, the GeForce 256 has 
been poked and prodded and transformed into 
the GeForce 2 GTS. We spent a few days with an 
engineering sample to find out if it lives up to 
the hype, and if not, if it’s still the fastest video 
card around. 


We should start by taking note of an important 
new feature the GeForce 2 GTS offers that wasn’t 
available in last year’s GeForce 256. The 
“NVIDIA Shading Rasterizer” is a new function 
of the chip that allows for what are called pixe/ 
shaders. Without getting too technical, pixel 
shaders are a way of providing lighting and 
shading effects on the pixel level, rather than 
the polygon level. In other words, more 
detailed and realistic lighting, shading, and 
effects. These effects can include things like soft 
shadows or bump mapping, and are going to 
be a big part of DirectX 8 later this year, 


though some effects can be utilized already 
with DirectX 7 or OpenGL. The demo card we 
tested came with a rolling demo of Evolva that 
used pixel shaders to produce detailed bump 
mapping. It really makes a dramatic impact in 
the overall look of the game. The bump map- 
ping provided through use of pixel shaders is 
quite like the Environment Mapped Bump 
Mapping seen on G400 cards, but it’s not the 
same, and the GeForce 2 doesn’t support EMBM. 
Just to verify this, we ran a few games that sup- 
port EMBM like Drakan and BattleZone II, and 
bump mapping wouldn’t work. 

The NVIDIA Shading Rasterizer has more uses 
than just bump mapping, though. It has the 
interesting ability to combine up to seven 
operations together and perform them in a sin- 
gle “pass” on each of the four pixel pipelines. 
This is a little complicated and difficult to 
explain without seeing it in action, but the 
combining of a reflection mask, bump map, 
diffuse lighting, and a base texture together 
into a single pass is possible. Without the NSR, 
this would require four passes, and could seri- 
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ously slow down the game. This combining of 
pixel-level operations won’t happen automati- 
cally—it must be specifically programmed for 
using DirectX 7 or OpenGL extensions, but it will 
become far more common in upcoming games 


thanks to the inclusion of pixel shader features in 
DirectX 8 later this year. 


ma Everything GeForce, Only Faster 


The “GTS” in “GeForce 2 GTS” stands for 
GigaTexel Shader. We’ve just discussed the 
“shader” part, but what is a GigaTexel? Well, the 
industry has adopted using the term “megatex- 
els” to refer to the number of filtered textures 
applied to a pixel in a single second, as a mea- 
sure of fill rate. The GeForce 256 has four pixel 
pipelines and each applies one filtered texture to 
a pixel and runs at 120MHz, so its fill rate is 480 
megapixels, and also 480 megatexels. The theo- 
retical fill rate of the GeForce 2 is much higher. It 
still has four pixel pipelines, but this time the 
chip runs at 200MHz, for a maximum fill rate of 
800 megapixels. However, it can also apply two 
filtered textures to each of those four pixels, for 
a total fill rate of 1600 megatexels. That’s 1.6 
Gigatexels, which is over three times the fill rate 
of the original GeForce! 

Unfortunately, reading and writing all those 
pixels requires a ton of memory bandwidth. Our 
sample card used 166MHz DDR memory, for an 
effective memory speed of 333MHz, which deliv- 
ers 5.3 GB per second of memory bandwidth. 


That's a whole lot, but it’s not enough to keep | 
up with 1.6 gigatexels in games that utilize 
32bit color and 32bit textures. Just to test things 
out, we overclocked the memory by 10% to 
183MHz, and found that high-res CG VidMark 
scores improved by over 7%. Fortunately, a 
game that uses 16-bit textures doesn’t require 
quite as much bandwidth, and allows the 
GeForce 2 to really push pixels like nobody’s 
business. Likewise, games that support texture 
compression get a significant speed boost. 

In addition to the new Shader Rasterizer and 
higher fill rate, all the other features of the 
GeForce 256 are still present. There’s dot-prod- 
uct bump mapping, support for AGP 2X and 
AGP4X with Fast Writes, Cube Environment ! 
Mapping, etc. They've even improved the video 
support. The GeForce 2 decodes DVD video 
faster than the GeForce, supports all 18 ATSC 
video formats (GeForce supports 14), and 
includes support for version 2.0 Video 1/0 Ports 
(GeForce supports version 1.1). 

NVIDIA claimed that the GeForce 256 could 
handle 15 million triangles a second through its 
TEL engine, but in real-world practice with sev- 
eral lights, the number was closer to 3 to 5 mil- 
lion. The GeForce 2 boasts a theoretical maxi- 
mum of 25 million triangles per second, and the 
same ratio of “paper specs” to “real-world per- 
formance” seems to apply. 

For instance, 3D Mark 2000's polygon count 
test reveals that a regular GeForce handles 1.8 
million triangles per second with eight lights on 
an 800MHz Athlon, while the GeForce 2 handles 
nearly three million. That’s a pretty substantial | 
increase. The increased T&L power is perhaps ! 
best demonstrated by the new “grove” applica- | 
tion. Many of you who have a GeForce card 
probably got several demos along with it, one 
of which generated a detailed 3D tree with fire- 
flies buzzing around in it. It’s an impressive | 
display of polygon pushing power, but GeForce 
2 trumps its older cousin by spawning an entire 
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Ultima Online 2, enhanced with Pixel Shader 
effects. 
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grove of such trees with the push of a button, 
without the framerate going down the toilet. 


Anti-Aliasing 
Full Scene Anti-Aliasing, or FSAA, is the latest 
buzzword. 3dfx is heavily promoting the anti- 


aliasing capabilities of their Voodoo products, 


and with good reason—it makes games look 
quite a bit better. The GeForce 2 GTS supports 
FSAA as well, but at this stage, it appears to be 
more of a token “checkbox feature” than any- 
thing else. NVIDIA’s FSAA method is different 
than 3dfx’s, and while some say it looks inferi- 
or, the main problem is compatibility. We had 
no problem with OpenGL games, but many 
Direct3D games, especially older ones like 
EverQuest, exhibited really strange behavior or 
wouldn't work at all with FSAA enabled. 

In addition, it’s difficult to enable and dis- 
able the feature—you can’t do it on the fly, but 
rather have to quit the game and dig into your 
display properties to enable or disable it. FSAA 
incurs a performance penalty that makes it 
impractical for the newest and flashiest games, 
but the GeForce 2 has enough power to keep 
slightly older or less intensive games running 
smoothly with it enabled. The compatibility 
problems, along with the annoying steps 
required to enable/disable FSAA, will probably 
cause most users to leave it disabled. A hotkey 
to enable/disable the feature on the fly would 
certainly help. 


Running Games Faster 

It's nice to hear about all the gee-whiz features 
of a new card, but most gamers are primarily 
interested in running their games faster. We 
have good news and bad news. The good news 
is that games that aren't limited by CPU power 
definitely run faster. How much faster varies 
from game to game, of course, but a good 


| reference 3.68 ean. oe on information about cc Vidmark, head to 
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indication is Quake /// Arena. With every visual 
quality setting turned up to the max, the 
GeForce 2 ran at a nice steady 59 frames per 
second. A GeForce DDR pushes 49, and a non- 
DDR GeForce even less. That’s a healthy 20% 
improvement. When we overclocked the memo- 
ry by 10%, we the gap jumped to a 30% 
improvement (64fps). 

Our CG VidMark scores show a modest 8% 
speed increase at low resolution and a more 
substantial 17% increase at high resolution. This 
is likely skewed by two things; Unreal 
Tournament seems almost entirely limited by 
CPU power and certainly doesn’t take advan- 
tage of the T&L power or massive fill rate of the 
GeForce 2. Also, our Expendable test strangely 
ran slightly faster on the old GeForce DDR than 
the GeForce 2 at lower resolutions—this could 
be a quirk of the program or just an example 
of unoptimized drivers. Memory bandwidth is 
an issue, too—turn the games down to 16-bit 
color, and many of them run 50% faster than a 
GeForce DDR, or even twice as fast as a non- 
DDR Geforce. 

Of course, the card we tested isn’t a final 
production unit. The hardware is likely identi- 
cal to what should start appearing in stores 
between mid-May and June, but the drivers 
are likely to be continually tweaked and 
tuned between now and then. Stability was 
really quite good already, which is great 
news, and hopefully performance will contin- 
ue to evolve as drivers are tweaked. Those 
who had problems with AGP power when 
using GeForce cards will be glad to know that 
GeForce 2 uses less power, thanks to a shift in 
manufacturing process. Cards based on the 
GeForce 2 GTS should ship as soon as mid-May 
at prices between $299 and $399, so we'll 
have a full review of a final production unit 
soon. —/ason Cross 
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Can 3dfx retake the crown? 


name it. But times have changed, and the Voodoo3 wasn’t as 
strong a product as those produced by its competitors. It was 
missing some features that customers and OEMs wanted, and 


was surpassed in speed as well. Glide compatibility just isn’t 


as important as it used to be, either. 


The VSA-100, a new graphics chip meant to 
be scaled through a whole line of Voodoo4 and 
Voodoo5 products, was meant to return 3dfx to 
the top. Voodoo5 cards were supposed to ship 
last fall, but some manufacturing problems 
caused 3dfx to miss an entire product cycle, 
while its competitors gained even more 
ground. We put an early version of the 
Voodoo5 5500 through the ringer to find out if 
this six-month late product still has enough 
weight to help 3dfx regain its crown. 


SLI is Back 

Remember how you could hook up two 
Voodoo2 cards in the same system, with a rib- 
bon cable between them, and really improve 
performance? Such a configuration let one card 
draw the even lines while the other drew the 
odd lines, and hence it was called “Scan Line 
Interleave.” SLI is back with the Voodoo5, ina 
simpler fashion. This time, there are two VSA- 
100 chips on the same card, and as before, they 
each draw half the lines on a screen. In the case 
of the Voodoo5 5500, they each have their own 
32MB bank of SDRAM memory, running at the 
same speed as the chip (166MHz). This doesn’t 


Voodo05 5500 


t once was the King of 3D, sitting atop a throne of per- 


formance that was literally two to three times above the 
competition. In the days of Voodoo Graphics, it had it 


all—speed, image quality, features, compatibility, you 


| production boards. 


- [upper left] The rather la 


really amount to 64MB of RAM in practical use, 
though. Each chip has its own frame buffer 
memory, but textures stored in RAM have to be 
duplicated in both memory banks. In practice, 
it's kind of like having a 40-5OMB video card, 
depending on the resolution and color depth 
you re playing in, as well as whether or not 
anti-aliasing is enabled. The multiple chips also 
make for a rather large card that requires an 
internal power connection, much like a hard 
drive or CD-ROM, so take note if you have a 
cramped case. 

Though the VSA-100 chips that power the 
Voodoo are still based on the original Voodoo 
Graphics core of years ago, it’s been extended 
and changed so much that it’s hardly the same 
thing. Two major features missing from Voodoo3 
products are support for 32-bit color and tex- 
tures larger than 256x256. These were deemed 
relatively unimportant last spring, but there are 
quite a lot of games that use large textures and 
look far better in 32-bit color these days. 
Thankfully, the VSA-100 supports these features, 
and thus so does the Voodoo5. Image quality in 
every game we played seemed top-notch, easily 
on par with competing products. There’s also 
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support for S3TC texture compression and 3dfx’s 
own open-source “FXT1” texture compression. 


T~Buffer and FSAA 
The really big feature of the VoodooS products 
isn't 32-bit color, large textures, or texture com- 
pression. Those things are very much a standard 
now—they’re “last year” technologies. The big 
deal is the T-Buffer and Full Scene Anti Aliasing. 
The T-Buffer is a method of producing special 
effects with multiple “samples” of parts of the 
screen, including motion blur, depth-of-field 
focus effects, or soft shadows. To be honest, it’s 
hard to say if these are really that useful. We’ve 
only seen simple demos of them in action, and 
whenever we've seen them in a game they were 
more distracting than anything else. There’s a 
Quake II] Arena demo with motion blur on all the 
players, which looks rather exaggerated and cer- 
tainly wouldn't improve your game. The effects 
are definitely interesting, and could have good 
uses, but until actual top-tier games are 
announced that use them and show that it 
makes a big difference, it’s really not a feature 
that should influence your buying decision. 

The same technology that makes T-Buffer 


effects possible powers 3dfx’s method of anti- 
aliasing, and that definitely is something that 
should influence your buying decisions. To put 
it simply—FSAA is very cool. Other video cards 
that claim anti-aliasing use a method called 
“supersampling” which draws the screen at a 
higher resolution and then filters it down. This 
looks very good, but it doesn’t work with all 3D 
games, especially many older ones. 3dfx’s 
method is called “multisampling” and is 
accomplished by drawing the screen several 
times, each a little bit “jittered,” and then com- 
bining them together. The Voodoo5 5500 
allows this to be done with either two or four 
samples. The two-sample version looks about as 
good as supersampling, and the four-sample 
version a little better. More importantly, it 
works with everything under the sun. 

This compatibility with FSAA is key, because 
it’s with old games and simple games that it’s 
most useful. There is a very substantial perfor- 
mance hit for FSAA, and this can make some 
games run slowly, unless you start turning 
down graphics features. For example, Quake /I/ 
Arena runs much faster at 1024x768 without 
FSAA than at 800x600 with it, unless you start 
reducing texture size or color depth. However, 
there are many games that don’t run at high 
resolutions, or whose interfaces don’t scale with 
resolution. Running Everquest at high-res 
makes the text hard to read, not to mention the 
annoying resolution-switching when the inter- 
face pops up. Even a new game like Deus Ex 
benefits from playing at a lower resolution, 
where it’s easier to read and see the interface 
graphics. FSAA is a perfect match for these 
kinds of games, since you get nice smooth 
edges as with high resolutions, but without 
messing up the interface. It’s also a god-send 
in flight sims, where the ground textures often 
appear to wiggle or “crawl” if you fly low. 

Dropping back to the desktop to enable or 
disable anti-aliasing is a bit annoying, though. 
You can create a hot-key to turn it on or off on 
the fly, but that really only works for demon- 
Strations; you don’t get your performance back 
when you turn it off with the hot-key, since you 
can't all of a sudden free up the memory used 
by drawing the screen several times. Still, FSAA 
on the VoodooS really is impressive, and it defi- 
nitely does make quite a few games look a lot 
better. The performance hit is too great for 
those 10% of the titles that really stress the 
video card, but for the rest, it’s a wonderful 
feature and works exactly as advertised. 


Leading Performance? 

Can we expect a card that was released six 
months late to offer industry-leading perfor- 
mance? If our tests of a beta card are any indi- 
cation, the answer is “no.” But it’s close...very 
close. At low resolutions, the card kept up nicely 
with a GeForce DDR and even our beta GeForce 2 
GTS in Expendable and Unreal Tournament, as 
well as several other games. Still, the low-res CG 
VidMark score was about 5% lower than our 
baseline GeForce DDR. Part of this is due to 
unusually poor Quake /// Arena scores at low res- 
olutions, which can only be attributed to imma- 
ture drivers. 3D Mark 2000 scores are also 
boosted at low resolutions by cards with TEL 
hardware, which the VoodooS cards don’t have. 


Stepping up to high resolution, CG Vidmark 
scores improve greatly, rising 15% above the 
baseline, only a few points lower than the 
GeForce 2 GTS beta card we tested. How much 
does FSAA affect performance, exactly? Well, to 
give you an idea, the low-res CG VidMark score 
dropped by 78% with two-sample FSAA. With 
four-sample FSAA, the score barely passed 100. 
You don't even want to know what the high-res 
scores were like. This performance hit isn’t that 
big a deal for a great many games, since they 
don't stress video card performance enough to 
tax the Voodoo5 that greatly. 

The Voodoo5 5500 should ship very shortly 
at a retail price of $299, which is a little cheaper 
than most GeForce 2 GTS cards and comparable 
to most GeForce DDR cards. If 3dfx manages to 
tune up the drivers a little bit, it'll have a heck 
of a good card for today’s games. But what 
about the future? VoodooS cards are missing a 
few features that make us a little concerned 
about its life span. First and foremost is hard- 
ware transformation and lighting acceleration. 
Exactly how useful it is for today’s games is 
debatable, but there's little doubt that its 
importance will only continue to grow as the 
year progresses, and we should see quite a few 
titles by Christmas that really make excellent 
use of the technology. There are some other 
features, like bump-mapping, that aren’t really 
supported by the VSA-100 chip either. It would 
have been nice to see 3dfx improve DVD decod- 
ing as well—the hardware assistance for DVD 
playback in the VoodooS is the same as in the 
Voodoo3, and not as advanced as those chips 
that do motion compensation in hardware. 


Too Little, Too Late? 

Is the Voodoo5 5500 too little, too late? If it 
had been released on schedule last fall, it 
would have been the top-performing card, 
bar none, and would have had a longer lifes- 
pan before T&L becomes important. Features 
like dot-product or EMBM bump mapping 
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Deus Ex, without FSAA (top) and with 
FSAA (bottom). 


would be less important, with most games 
that use those features still a ways from 
release. There's no doubt about it, the late 
release of the VoodooS is a problem. 

This definitely doesn’t mean it’s a bad card. 
Far from it—it’s extremely fast, has all the fea- 
tures necessary for today’s top games to look 
their best, and 3dfx’s FSAA implementation is 
definitely a cut above the competition. With the 
right software bundie, it might aiso be a better 
value than competing offerings from NVIDIA or 
ATI. Released on time, it may have put 3dfx 
back on top. Against a newer generation of 
products, it may only be “a strong competitor.” 
We'll have a review of the final card soon, and 
reserve our recommendations about buying 
until that time. m 


We ran benchmarks on an 800Mhz Athlon with 128MB running Windows 98 SE. The Baseline card 
was a GeForce DDR with NVIDIA reference 3.68 drivers. For full information about CG Vidmark, 
head to www.cdmag.com/information/cgvidmark.html. 
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WINDOWS 2000: GOOD FOR GAMERS? 


Is upgrading to Microsoft's new operating system worthwhile— 
or even wise— if you're a gamer? 


eas Lena by Jason Cross. 


Wy e’ve received plenty of mail asking whether or not Windows 2000 is 


Windows 2000 is the continuation of the 
Windows NT line, a replacement for Windows NT 
4.0. It’s meant for those who have used Windows 
NT in the past, as well as for some business users 
who used Windows 95/98 but wanted some of 
Windows NT’s special features. Microsoft could 
have avoided some of the confusion by more 
aptly naming the product “Windows NT 2000.” 


There's a little additional confusion, of course. 


really better than Windows 98. Is it really more stable? Are there any | 
nary Windows users to ask “Is it time to upgrade?” | Windows NT never really had to worry about 


problems with playing games on it? Will it make my games faster? 


Essentially, Microsoft created a lot of confusion by naming the new 


version of business-oriented Windows NT with the same yearly convention it has 


been using for regular consumer versions of Windows, prompting lots of ordi- 


being mistaken for a consumer-oriented operat- 
ing system. The high price and inability to run 
most games or use a lot of consumer-oriented 
peripherals made it such a poor choice for the 
home computer that nobody really bothered. 
There were some hardcore users who like to 
monkey around with their systems that ran it at 
home, but even those users often had Windows 
98 installed as well to play the latest games. 


If you have to ask... 

There are a whole bunch of questions we're 
often asked that are best answered with “If you 
have to ask, then the answer is no.” Upgrading 
to Windows 2000 is one of them. Simply put, 
Windows 2000 is not for consumers—it’s for 
businesses, network administrators, network 
servers, etc. The primary reason home users are 


inquiring about upgrading to it is because of 
its name. Microsoft stopped using version 
numbers back with Windows 95 (prior to that, 
it was “Windows 3.1” or “Windows NT 4.0” or 
what-have-you). The next Windows we saw 
with a date on it was Windows 98, then 


Windows 98 Second Edition. Thus, Windows 
2000 must be the next in line, right? Well, no. 
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Windows 2000, on the other hand, includes 
DirectX 7, plug and play services, USB support, 
and has drivers for all kinds of video cards, joy- 
sticks, and other miscellaneous bits of hardware 
that are more useful for playing games at home 
than doing work in the office. With the release 
of Windows 2000, the Windows NT line is final- 
ly a fully capable gaming platform. 


Windows Without DOS 

Before discussing game playing on Windows 
2000 specifically, let’s look at what you get by 
migrating from Windows 95/98 to Windows 
2000. First and foremost, you get to use a fully 
32-bit operating system without any of the 
legacy DOS material left in it. Windows 95, 98, 
98 SE, and the upcoming Windows Millennium 
Edition are all still based off the DOS kernel of 
the olden days. This is good for compatibility 
with DOS software, but these 16-bit parts are 
holding back the performance of an otherwise 
32-bit operating system. Windows 2000, like 
Windows NT 4.0, runs DOS applications through 
what is called a “virtual machine,” and some 
old DOS games work fine while others choke. 
Some work, but have no sound. In other words, 
Windows 2000 is Windows without DOS, with 
all the good and bad things that implies. 

Windows 2000 is also far more secure than 
Windows 95/98, if you know how to use it. The 
new OS is built around the idea of an all-pow- 
erful administrator who is the only one allowed 
to make drastic changes to the system, while 
regular users can’t cause any real harm. Setting 
up users and adjusting their access is relatively 
easy in Windows 2000, but it’s still not the kind 
of thing general home users typically have to, 
or want to, worry about. It might be useful to 
give the kids their own user accounts and 
restrict their access to certain features and doc- 
uments, but beyond that, this level of security 
is meant for business networks. 

The latest version of NT also includes lots of 
fancy features like Active Directory and the 
Encrypted File System and other things that real- 
ly aren't needed in most home users’ machines. 
Again, these are features where if you don't 
already know if you want it, you almost certain- 
ly don’t need it. Home users shouldn't really 
care that the OS can be remotely installed over a 
network. Yes, Windows 2000 includes support 
for dual processors, but very few games support 
that feature, so it’s not of much use for playing 
games. You're better off spending your money 
ona single faster processor. 

Microsoft's latest OS definitely looks and 
feels a lot like Windows 98. There are a few 
cosmetic changes, like a softer blue default 
background color, slight changes to the stan- 
dard icons and pointers, and slick fade- 
in/fade-out menus. It’s nice to be able to do 
things like expand the “Control Panel” items 
while still in the Start menu, but generally 
speaking, it’s like using Windows 98 with 
Internet Explorer 5.01 (which is included with 
Windows 2000). If you’re migrating from 
Windows 95 or 98, you'll immediately feel 
comfortable with the interface. However, learn- 
ing how to use Windows NT-style administra- 
tive features might take some time. 


The new Task Manager makes it easier than ever 
to track system performance. 


Good for Games? 

With support for DirectX 7.0, USB, Plug and 
Play, and just about all the joysticks and 
peripherals we often use with Windows 95/98, 
you would think Windows 2000 would be great 
for game playing. In fact, as a more robust fully 
32-bit OS, it should maybe be even faster, 
right? Well, there’s good and bad news for 
gaming on Windows 2000. The good news is 
the OS itself is very capable. The bad news is it’s 
different and new, so there are some “peripher- 
al” problems that can cause headaches when 
playing games on Windows 2000. 

The two chief problems are drivers and game 
installation. The new NT uses a slightly different 
driver model than earlier versions of NT or 
95/98. Even though the OS has been on the 
shelves for a couple months already, drivers for 
video and sound cards simply aren’t up to the 
same level of speed, features, and stability of 
their Windows 95/98 counterparts. The situation 
has improved quite a lot since the product’s 
launch in February, and continues to improve, 
but expect driver problems to cause headaches 
with seveal games throughout the year. 

Installation hassles come from a variety of 
angles. Some games don’t work with older ver- 
sions of Windows NT and won't install them- 
selves on a system that isn’t detected as 
Windows 95/98, even if they would work on 
Windows 2000. This can often be circumvented 
by adding a command-line parameter like —nt 
or —forcent after the install program exe- 
cutable, but that isn’t always an option. Some 
programs want DirectX 7.0a, but detect only 
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DirectX 7.0 under Windows 2000; even though 
the fixes in the “a” version of DirectX 7 for 
Windows 95/98 are present in Windows 2000, 
the lack of that version number prevents some 
programs from installing or running. If you 
didn't understand some of this paragraph, 
Windows 2000 almost certainly isn’t for you. 
Of course, very old games for DOS or early 


versions of DirectX will usually work very poorly 


or not at all. The situation is steadily improving, 


though. Most new games are now tested for 
Windows 2000 compatibility before release, 
and as more developers run the OS on their 
development systems, the incompatibility 
problems will gradually disappear. Still, the 
bottom line is that we had very mixed results 
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on a variety of games tested on Windows 
2000—many ran fine, at about the same speed 
as on a Windows 95/98 machine. Some worked 
well, but were slower. Some didn’t install, did- 
n't run, or had insurmountable problems. 


Features We Wish Windows 98 Had 
Windows 2000 is definitely not made for the 
home market, and has a lot of features 
designed for businesses, large networks, net- 
work administration, high security, etc. It does, 
however, have a handful of nice features any 
home user will appreciate, and we can only 
pray they all show up in Windows Millennium 
Edition later this year. 

One such feature is Driver Certification. 
Drivers that aren't certified by Microsoft are 
more difficult to install, and several warnings 
are presented about how uncertified drivers 
may not be bug-free or stable and can mess up 
your system. We applaud even simple steps like 
this that improve the current poor experience 
users have with hardware drivers. When search- 
ing for new drivers, you can now search 
Microsoft's online database in addition to your 
CD-ROM, floppy, or hard drive. The Microsoft 
Installer is greatly improved, too. It provides a 
service to developers which makes it easier to 
install applications, configure them, track 
changes to them, and ultimately fully remove 
them. The adaptive Start menu is pretty cool as 
well, as it trims down those enormous Start 
menu groups by hiding programs you don’t 
use often behind a little “down arrow.” It takes 
a little getting used to, but if you’re one of 
those users with a “Programs” group that 
stretches the length of your screen, you'll 
appreciate it quickly. The Wizards are expand- 
ed and improved as well, so it’s easier than ever 
to, say, set up a network connection. 

Windows 2000's greatest benefit to home 
users isn't with any of the little interface adjust- 
ments, though, it’s the OS’s rock-solid reliabili- 
ty. Windows 2000 really just doesn’t crash. Of 
course, no OS can make a bad program behave, 
and Microsoft's latest is no exception. Programs 
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Advanced power management features like 
Hibernation would be useful for everyone. 


will still crash, and some of them will bring 
down your whole system, just as before. In fact, 
you might find that more games crash than 
before, due to drivers that haven't been fully 
tested and optimized. It’s remarkable how well 
the OS handles a crashed program, though. It 
does a far better job than Windows 95/98 of 
freeing up system resources when a program is 
terminated unexpectedly, which means that 
you don’t have to reboot your machine every 
time a program crashes. It also protects key 
system files from being overwritten by applica- 
tions, which can prevent a lot of serious 
headaches. We actually used a Windows 2000 
machine every day for a week without reboot- 
ing once—and that’s something we certainly 
can't say about Windows 98. 


Upgrading is Easy, but Should You? 

If you decide you want to upgrade, it’s incredi- 
bly easy. Popping the Windows 2000 CD into a 
Windows 95, 95, or NT machine produces a 


message that asks if you want to upgrade. You 


can quite easily install Windows 2000 to a sec- 
ond hard drive partition and choose which OS 
you want to run at start-up—the installation 
program takes care of the whole dual-boot 
setup process for you. Windows 2000 supports 
more file system formats than any Microsoft OS 
before, so it will work fine with a FAT16, FAT32, 
or NTFS drive (or any combination of them, if 
you have multiple drives). If you’d rather 
upgrade your existing OS, you'll find that just 
about all your file associations and installed 
programs still work fine. A few might need 
patches, but you shouldn't need to re-install 
most software. Documentation is pretty slim, 
consisting mostly of “How to get started with 
Windows 2000” manuals but very little infor- 
mation about how the OS works in any real 
detail. Let the buyer beware: if you’re new to 
computers, putting Windows 2000 on your 
home machine isn’t the way to start 

Windows 2000 has a few benefits as a home 
operating system, and it’s remarkably easy to 
upgrade to. That doesn’t mean you should do 
it. In fact, we can think of plenty of reasons not 
to, but leading that list is price. Windows 2000 
Professional, the most “low-end” version, 
retails for $219 as an upgrade (with a $70 mail- 
in rebate if you use Windows NT). If you want 
the full non-upgrade version, the price esca- 
lates to $319. That’s a lot of money compared to 
the $90 Windows 98 Second Edition costs. Even 
if you can afford it, there are plenty of issues to 
consider. If you don’t think you can easily deal 
with setting up user privileges, or mess around 
with install programs or registry entries to get 
some finicky games to install and run properly, 
stick with Windows 98. If you can’t deal with 
the idea that your sound card or video card 
may not have all its features fully exploited 
until the manufacturer puts out newer Windows 
2000 drivers in a couple months, there’s no 
reason to switch. 

Oh, and did we mention Windows 
Millennium Edition? Windows ME, as it’s called, 
is the latest in the Windows 9x line of prod- 
ucts—it’s still based on DOS (it’s supposed to 
be the last Windows OS to do that, again), and 
it still has some of Windows 98’s faults, but it’s 
supposed to improve reliability and stability, 
in addition to providing new media features 
and better, easier networking. You might think 
of it as “Windows 98, Third Edition.” This is the 
next consumer-oriented Windows OS, and 
should be available from Microsoft later this 
year. It’s hoped that many of the features of 
Windows 2000 that will benefit home users will 
find it’s way into Windows ME, making a costly 
and possibly troublesome upgrade at this time 
a big waste of time. Simply put, there’s no rea- 
son for 99% of the home users running 
Windows 95 or 98 to upgrade to Windows 
2000 at this time. If you’re the kind of user 
who can spout off a dozen reasons why 
Windows 2000 is better for the home, you're 
also likely part of the one percent that can eas- 
ily sidestep the minefield of relatively minor 
problems associated with running the OS that 
would aggravate the average home user. Our 
recommendation is to listen to Microsoft—just 
as Trix are for kids, Windows 2000 is for busi- 
nesses, Windows 98 and the upcoming 
Windows Millennium Edition are for homes. = 
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ProMedia 3025 


two flavors: they're either expensive and 

really good-sounding, or very cheap and 
total junk. Diamond Audio Technology (not to 
be confused with Diamond Multimedia, makers 
of the Monster Sound line of sound cards) gives 
us a nice alternative. Its $70 ProMedia 3025 
speakers are very reasonably priced, and sound 
good enough to be an upgrade consideration 
for some users. 

Make no mistake, they don’t sound anywhere 
near as good as something you'd spend $150+ 
on. Two five-watt satellites and a 15-watt sub- 
woofer aren't exactly going to rattle your win- 
dows. Yes, if you crank the speakers up really 
loud, they'll distort. The distortion isn’t quite as 
high as you'd expect from a $70, 25-watt speak- 
er set, which is probably a product of its patent- 
pending “Distortion Limiting Processor” which 
modulates amplifier gain as distortion increases. 

The satellites look pretty decent sitting up on 
your desktop, and the controls are simple 
enough—almost too simple. The right speaker 
has a power button and two buttons to increase 


BA4800 


| or computer speakers come in one of 


or decrease volume, and the subwoofer has a 
bass attenuation knob. Unfortunately, the but- 
tons on the speaker feel very cheap and “click- | 
y, and we would have preferredaknobany- | 
way. It would have been nice, even on a $70 ! 
speaker set, to have a headphone jack up on the | 


The round-edge satellites look pretty good on 
your desktop. 


rating of its BA4800 speaker set, citing a 

lack of standards in the figures used by 
speaker manufacturers. So you'll just have to 
settle for “room-shaking” when looking for a 
description of the sound power of this diminu- 
tive speaker set. 

The BA4800 system is a 4.1 setup, with four 
small satellite speakers and a large, floor- 
mounted subwoofer. This is one of those cases 
of big things coming in small packages, how- 
ever. Despite their tiny size and 2.5-inch cones, 
the sound from the speakers is loud and has 
plenty of depth, rated at a maximum of 106dB 
at typical listening distance. 

But what's really surprising is how crisp the 
sound is—even with the volume fully cranked, 
there’s no perceptible distortion. The sound is 
clear enough that the difference between a CD 
and a 128kbps MP3 tune was clearly evident— 
something not always true with typical $60 
desktop speakers. 

The controls are easily accessible on the 
right desktop speaker, with a volume dial 
(which doubles as a power switch), a sur- 
round dial (which controls the level of the 
rear speakers), and a bass (subwoofer) level 
control. The rear satellite speakers sit on ele- 
vated tripods that are far less prone to 


Bern Acoustics won't disclose the wattage 


Low-cost speakers that don’t stink 


satellites as well. 

You can't expect the world from a speaker 
set at this price point, and of course you won’t 
get it. If you're a hardcore gamer looking for 
meaty booms from your rocket launcher and 
stellar positional audio, you're going to have to 
spend a little more. If you’re a more casual user 
who opted for the really cheap speaker setup 
when you bought your computer and need just 
a little more, ProMedia’s 3025 speakers provide 
an affordable, if modest, upgrade. It even offers 
a guarantee that if a user finds a product cost- 
ing up to 25% more that sounds better, 
ProMedia will refund its purchase price and 
shipping costs. ProMedia’s current lineup didn’t 


blow us away, but the price is good, so we’re 


very curious to see what it will do with the full 
5.1 surround sound speaker set it plans to 
release this fall. —/ason Cross 


falling over or apart than the flimsier stands 


! used on Cambridge SoundwotTo take full | 


Size doesn’t matter—unless you’re a subwoofer. 


advantage of the 
setup, you ll need a sound card with dual 
outputs for four-channel sound, such as a 
SoundBlaster Live! or Aureal $Q2500. If your 
card has only a single stereo output, the rear 
speakers will sit silent. We tested the BA4800 
setup on a Diamond MX300, and found the 
positional audio was top-notch in games like 
Unreal Tournament and DVDs such as The 
Fifth Element. 

In fact, the biggest complaint that we could 
find with these speakers wasn’t related at all to 
audio quality: we were disappointed that there 
was no headphone jack on the satellites, which 
complicates attaching a headset for late-night 
play. While we hope Boston Acoustics rectifies 
that omission on its next release, it’s nothing a 
little creative wiring can’t work around. 

In the meantime, the BA4800s provide a good 
answer to the question, “why would you spend 
$200 on speakers for your computer?” Load up a 
good 3D audio-enabled game, crank the vol- 
ume, and you'll understand. —Denny Atkin 


ER Boston Acoustics 


$199.95 


KKKKK 


im) 
°o 
= 
uv 
Cc 
= 
m 
wa 
a 
> 
= 
m 
wn 


0002 Ani 


77 


Lots of gameplay, interesting gameplay 
conventions, loopy and dark sense of 
humor, at times wonderfully challenging. 


we're missing here... 


What is that guy cutting up there? 


Messiah 


Manna from heaven, fire and brimstone from hell 


AFTER A PROTRACTED DEVELOPMENT THAT SAW IT MISS MANY RELEASE DATES, SHINY 


Entertainment's troubled Messiah has finally seen the light of day. Developed by 
an internal group aptly named Team Ego, the game is darkly humorous and sure- 
ly blasphemous. It’s also often frustrating, occasionally brilliant, and prone to 
random crashes. (Why a developer would need to name individual teams working 


on each project is something of a mystery... by the way, this review was written, 
edited, and designed by “Team Messiah Review.”) 


As with every other computer 
game in existence, Messiah envi- 
sions a dark future with rampant 
crime, no morality, and lots of 
women with extraordinarily large 
breasts and a dislike for clothing. | 
It's the kind of world that people 
who spend too much time indoors | 
often imagine. The Earth is under 
the rule of a lovable guy named 
Father Prime (a numbers guy, : 
apparently), who builds a portal on 
the dark side of the moon that leads 
directly to Satan—yeah, the bad- 
dest of all bad guys. Needless to 
say, you don’t call Satan and get a 
busy signal; he shows up and, well, 


all Hell breaks loose, literally. 

God, being the omniscient and 
omnipotent type, sees what's going 
on and decides to put his foot 
down, so to speak. His holy Nike in 
the world is an angel named Bob, 
an innocent cherub, armed only 
with a diaper and a childlike sense 
of wonder. He’s thrust into this 
decadent world and given the one 
thing angels usually lack; a soul. 
His spiritual state, though, allows 
him to both navigate in his own 
body or, if he’s feeling frisky, he 
can enter the organic bodies of the 
living and control them. 


ing them and continuing. You 
enter the bodies by jumping (or 
flying... Bob has wings with limit- 
ed range) into their back—yes, 
they're basically “Touched by an 
Angel” in a most literal sense. The 
lowest skill level allows you to be 
less precise and enter the body 
from the front or back. 
Unfortunately, the denizens of 
the world aren't real happy to see 
the cute and cuddly Bob. They will 
usually attack on sight, which 
means you need to creep around 
when out of a host. So a large part 
of the strategy in the game is to 
figure out which body to possess 
to allow the most unimpeded trav- 
el; a cop is pretty safe in most 
areas, unless they bump into 
Chots, a gang of mutants. You can 
safely explore as a scientist until 
you enter areas the cops decide 
you shouldn’t be exploring (and 
don't even think of carrying a 
weapon). In other words, you'll be 
swapping bodies a lot. 
Unfortunately, if anyone sees 
you possess a host, they'll turn on 


Touched by an angel 

This is the game’s great gameplay 
twist. Bob himself is unfortunately 
rather fragile (he’s a baby, duh), | 
so traveling around the dangerous: 
levels without protection is a 
rather daunting task. Instead of 
finding armor or some other tradi- 
tional game-like device, Bob 
wears people, possessing them at 
will until they’re at death’s door 
or no longer needed, then dump- 
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Serious compatibility and crash prob- 
lems, steep learning curve, misogynis- 
tic, at times ludicrously challenging. 


A message you may see a lot. You have to wonder how much story and sound 


Gotta go get some of that CyberErotic stuff... 


their possessed comrade. You also 
need to take great care exiting 
your host; if your former vessel 
spots you, he or she will turn on 
you with whatever weapon you 
may have been carrying. This 
leads to one of the game’s more 
bizarre strategies; Bob-assisted 
suicide. On any number of occa- 
sions, you'll want to discard your 
host by jumping them off a ledge 
or into pits of acid, then exiting 
their bodies in mid-air. It’s a dark- 
ly comical concept but one you 
may not grasp right out of the 
gate in large part because the 
game lacks any sort of tutorial. 


God Raider 
While the setting and overall 
graphic design for the game is 
derivative in the extreme (hey, 
imagine that, another game 
touched by the Blade Runner aes- 
thetic), the overall premise man- 
ages to feel fresh and interesting. 
Played from a third-person per- 
spective, Messiah's gameplay is 
totally old school, with a fresh coat 
of paint that partially masks the 
contrivances of its design. It’s a 
run-and-jump platform game, 
more Tomb Raider than Quake, 
with a relentlessly linear design 
that funnels you to your goals. In 
other words, it’s more Half-Life 
“Xen” than Half-Life... well, the 
non “Xen” portions of Half-Life. 
The layouts of the actual levels 
show a certain degree of style and 
pizzazz. A lot of the design is 


straight out of the “Jedi Knight 
school of plausible working sys- 
tems” (there are a lot of the always 
thrilling “crates moving on con- 
veyor belts”). Somehow, despite 
some of the levels’ complexity, 
they never serve up a “gotcha” 
area where there is no escape. In 
certain instances, doors will open 
and soldiers or scientists will come 
out to do something—often that 
something is getting possessed by 
you (i.e., it’s a new host you need 
to get out of your predicament). 

The game throws a lot of obsta- 
cles in your way, and there are 
some areas that require combat. 
As with Shiny’s last major PC game 
MDK, you get some really twisted 
puzzles. Despite being an angel, 
Bob has free will and can engage 
in some pretty sadistic behavior 
(hey, give him a break, he’s just a 
baby). In one area, you'll need to 
lure scientists to their grisly deaths 
in order to complete a task. And 
God apparently has no problems 
with Bob entering the bodies of 
cops and mowing down innocent 
civilians (perhaps he really is 
angry and full of wrath?). 

Mostly you'll run into a lot of 
locked doors, but rather than find- 
ing the blue keycard to unlock 
them (a tired approach), you need 
to possess the scientist, who's the 
only person with proper access. On 
a fundamental level it’s the exact 
same tired approach, but some- 
how with the element of posses- 
sion it feels fresher. 


Messiah and the Holy Grail 
What the game does well it does 
extraordinarily well. It’s perhaps 


[below] What are you staring at? 


the first game of its type to actual- 
ly deliver the holy grail of game 
design—multiple solutions to 
(almost) every problem. There are, 
at times, as many as three different 
ways to get past certain obsta- 
cles— you can scurry around the 
edges of walls, hide in the dark, 
and selectively use your possession 
skill to avoid a lot of the game’s 
combat. But to the game’s credit, 
you can still run into every room 
with guns a blazin’, but that will 
just make the game harder than it 
already is; there are often easier, 
less direct ways, of doing things. 
Engage your brain instead of your 
reflexes from time to time and you 
may find the game a bit easier. 

Some combat is unavoidable, 
and it’s incredibly challenging. 
The game has terrific combat Al, as 
enemies will take cover and pick 
up weapons when they’ re out of 
ammo (characters also occasional- 
ly get stuck). In some cases, a 
truly impossible battle with regen- 
erating bad guys is a sign that you 
might want to try another 
approach. Close quarters combat 
with a number of enemies becomes 
hysterically funny and surreal. You 
end up jumping between hosts, 
trying to take out as many people 
as possible, then jumping to 
another... repeat until one man (or 
woman) is left standing. 

Overall, you're best off remain- 
ing undetected and observing 
before leaping into the fray. As 
with MDK, judicious use of the 
sniper view is critical to finding 
some solutions. You can watch 
movement patterns of guards, go 
for single-shot headshots and 


[top right] “Behemoth behind blue stuff”, a nice work of art. 


[right] The “stop drop and roll” animation is morbidly funny. 
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generally creep around somewhat 
like you would in a more cerebral 
game like Thief. 


Hellacious challenge 
The game is incredibly hard, but 
the main problem is that it’s all 
over the map. This is probably due 
in large part to the varying skill 
levels of players, but there are 
times when it’s a cakewalk and 
others where it may take an act of 
God to complete an area. The 
game's difficulty levels go a long 
way toward making the combat 
more bearable, but they don’t 
make the jumping puzzles any eas- 
ier for the Mario deficient crowd. 
People criticize Tomb Raider a 
lot because its 3D engine is based 
around a lot of squares, but this 
limitation is actually a strength 
when it comes to the game’s 
jumping interface. You actually 
have /ess freedom of movement in 


that game; Lara Croft always 
moves a fixed distance with each 
step, one that matches perfectly to 
those squares, and you cannot 
interrupt her animations, so jump- 
ing becomes less of an issue of 
perfect timing. You can always 
jump back from a ledge, start run- 
ning forward and hit the jump 
button at almost any time during 
her approach; when she finished 
her “run” animation, she starts the 
“jump” animation. 

Games like Messiah require 
more precision. You can move 
anywhere, with no fixed run and 
jump distances. You need to time 
jumps perfectly, right as you get 
to the edge of a ledge, though 
once you discover the “dispose 
your host in mid-air” trick, many 
of the jumps become a lot easier. 
Overall there are too many of the 
usual “giant moving platforms”— 
repeatedly hitting Bob’s “fly” but- 
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bat sequences (the “pulse-pound- 
ing” music comes from the Steven 
Speilberg/John Williams school of 
“tell the person how they should 
feel”). The voice acting is general- 
ly mediocre, though the voice of 
Bob is superb. And some of the 
animation is morbidly funny; the 
workers crawling around on their 
knees screaming about how much 
pain they're in after they ve fallen 
(a gag ripped from Austin 
Powers), or better yet the way 
people on fire stop, drop, and roll. 


E- 


Heaven-sent technology 
A lot of the visual ugliness is the 
result of the game’s 3D engine. 
Shiny has spent the last three years 
touting it as the second coming— 
Interplay even went so far as to 
put on one of its baseball games 
“Powered by Messiah technology” 
| about 18 months before this game 
| shipped—and it’s about two years 
too late to appear even remotely 
cutting edge. 

The game uses a Level of Detail 
(LOD) system that scales the num- 
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Here’s a sample of multiple solutions. You need a Commander to advance, and she’s past the cops to the left, and they 
won’t let you pass. So you can try to kill them with your Radiation guy here (not wise), run back to another room and 
bring in a radioactive element (which kills everyone, including possibly the Commander) or discreetly possess the work- 
er, who the cops will allow to pass (you can then possess the Commander. Take your pick. 


ber of polygons in 3D objects to 
ton to keep him from dying just | deplorable treatment of women— | gerated features, giant lips and keep the framerate constant at all 
isn't as inherently exciting or | this is one of the most misogynistic | breasts, and even giant afros on times. In theory it’s a sound idea: 
interesting as trying to figure out. + | gamesin existence. What does it | the African-American women. The Build your objects with tons of 
how to get by groups of soldiers say about a developer when they | environments are considerably polygons so high-end machines 
undetected or into a club. create a game world where all but more stylish than the characters get beautiful visuals, while you 
| one female character is an impos- that populate them. They’re all ! make the images less complex for 


God is a woman sibly breasted whore? Literally. highly distorted looking, whichis | those low-end machines, or scenes 


As a general rule, games arenot {| One “Commander” character is may be intentionally and part of | | witha lot of objects. This would 
the most enlightened form of ' fully clothed, but she still has the some grand design aesthetic—it’s | allow the game to get more visual- 
entertainment when it comes to | usual Barbie physique. hard to tell. ly appealing as you upgrade your 
their treatment of women; when To make matters worse, they’re It's all part of a general ugliness hardware (yeah, like people are 
even present, they're usually sexu- not even attractive whores. While on the part of the game. While the going to play this game two years 


alized or useless. In that respect, i some of the male characters ' sound effects, particularly the from now). 

they're kind of like movies, only 1 resemble their real-life counter- ! weapons, are excellent, the metal- ! In practice it doesn't really 
slightly worse. While Messiah is full | parts (and feature varying body _—_|_ lic din (supplied by the band Fear work as advertised. The frame 

of wonderfully dark and twisted | types), all of the women are ' Factory) that accompanies combat | rate often wildly varies when 

bits of humor, less funny is its | grotesque caricatures, withexag- | is annoying after a couple of com- | entering a new location or when a 


He’s big, he’s ugly. 
Graphics... getting... glitchy... too much red... 
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lot of objects are on screen at a 
time. As with Kingpin, the models 
all look somewhat gelatinous as 
they swap polygons in and out 
(though Kingpin had that effect 
for different reasons). The engine 
has a tendency to have a lot of 
visual artifacts and graphics 
glitches as well. 


A wrathful God 

This all assumes you can even get 
the game running. Messiah had a 
lot of compatibility problems right 
out of the gate, and a patch was 
issued weeks after its release to 
help address some of the prob- 
lems. An enormous help document 
went up on Shiny’s Messiah web- 
site (www.messiah.com), but some 
of the solutions are downright 
frightening. How are you sup- 
posed to react to a game that, for 
some videocards (the GeForce and 
Voodoo, apparent!y) tells you to 
install unsupported beta drivers in 
order for the game to work prop- 
erly? Let’s briefly consider the fact 
they could break every other game 
in existence; are you willing to 
take that risk to play one game? 

Or how about a game that 
“solves” a lack of sound in the 
game's cutscenes by having you 
disable AutoPlay for your CD- 
ROM? There's something wrong 
with being forced to remove part 
of your computer's functionality 
to solve what is apparently a 
problem with Messiah's sound 
code. Without CD audio, you lose 
a lot of story information and 
interesting ambient sounds. As an 
aside, the above solution doesn't 
work; instead, if you have two CD- 
ROM drives, you need to make 
sure the “Multimedia” Control 
Panel has CD Audio set to the 
drive from which you're playing 
the game. 

Then there are the crashes... 
many, many crashes. Some go 
direct to the desktop, others bring 
down the whole system, and all 
are thoroughly annoying. They’re 
fairly random, and seem to occur 
with greater frequency the longer 
you play (which usually denotes a 
memory leak of some sort), and 
none prove fatal. 

Increasing your frustration with 
the game (especially in light of the 
crashes) is the way the game 
forces you to play the CD shuffle 
every time you start up the game. 
It comes on two CDs, with the first 
Storing all of the data and the 
other being all the CD audio 
tracks. The game does a full install 
of all data, so in theory you should 
not need the first CD, just the 
audio (which doesn’t work on 


many systems, as detailed above, 
but ignore that for now). But the 
copy protection only exists on the 
first CD, so you're forced to start 
every game with that CD, switch- 
ing to the second when prompted. 
If the game crashes, or you need 
to restart it, you have to drag out 
the first CD again. Why they didn’t 
add the copy protection files to 
the second CD (or only put them 
there in the first place) is some- 
thing of a mystery. There may be 
technical reasons behind this, but 
that doesn’t make it any less 
annoying. While it’s a minor 
issue—as is a message that comes 
up every time the game is loading 
about how initializing “could take 
several minutes on the first run”... 
never mind this is the, say, 30h 
time the game is being run—their 
accumulative effect is an overall 
impression of a rushed and unpol- 
ished game. 

Interplay also incurs some 
wrath on their own because it 
seems openly hostile towards those 
that purchase its games. Interplay 
forces you to watch trailers for 
upcoming games the first time you 
Start the game, and you can no 
longer quit from them (at least 
your VCR has a “fast forward” but- 
ton. Then it keeps badgering you 
to register your game (3D0 does 
this as well.) To make matters 
worse, not only does it ask if you 
want to register, it then has you 
verify you said no, and want to 
“forfeit” its ability to engage in 


[right] Aww, ain’t he just the cutest? 


[below] Oh dear, the conveyor belt 
problem... 


some more direct marketing to 
you. Interplay does this in all of 
its games, so consider this a blan- 
ket condemnation of these prac- 
tices, not a specific criticism of 
Messiah per se. 


God is in the details 

Less successful overall than its 
similarly unique MDK, Messiah is 
a game of details. Some are 
great—a puzzle where the walls 
Start to close in and you're 
forced to possess an injured 
worker and crawl across the 
screen in order to press a button, 
all the while listening to him 


whine about how much pain he’s 
in. It’s a wickedly (and morbidly) 
funny scene, the kind of thing 
you remember long after you 
stop playing; it’s too bad there 
are not more like it. 

But it lacks the kind of polish 
most top-notch games are sup- 
posed to possess (no pun intend- 
ed), and you walk away from the 
game forgetting the great details 
but instead cursing the botched 
ones. Its myriad of crashes, com- 
patibility problems and glitches 
keep it decidedly earthbound, 
never allowing it to ascend to 
Paradise. —Steve Bauman 
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Starlancer 


Space has its ups and downs 


igital Anvil’s first game is a 

bit like a swimming pool full 

of little kids. It’s bright and 
flashy and fun, it will amuse you 
and infuriate you in turns, and it 
will go from warm to cold to warm 
so often while you are in it that 
your head may spin. It’s tough to 
sum the experience up succinctly, 
except to say that it’s probably 
worthwhile—more so if you are the 
tolerant type. 

It's the developer's first game 
since the founders—industry vet- 
erans Erin and Chris Roberts—left 
the fold at Origin to start their own 
development house. The brothers 
are widely known for Origin’s 
Wing Commander games, and 
while Starlancer may not be an 
official sequel to any of those 
games, it is obviously a close 
cousin. The story and characters 
are different, but the atmosphere 
and gameplay are strikingly simi- 
lar to that of the venerable series— 


CONTENT RATED BY 
ESRB 


particularly the early titles. That is 
not to say that Starlancer is a Wing 
Commander clone—it parts ways 
with the traditional formula in a 
few areas, with varying degrees of 
success—but it shares a number of 
its forebear’s conventions (and 
flaws) as well. If you played and 
enjoyed the Wing Commander 
games, chances are strong that 
you will enjoy Starlancer as well, 
despite a number of flaws and 
quirks that can make the game 
infuriating at times. 


Cold War, Part II 

The stage is set a mere century or so 
in the future. Humankind has 
expanded into space, but not yet to 
the stars. Much of the solar system 
has been colonized with the help of 
a jump drive technology that allows 
for quick travel over long (but not 
interstellar) distances. 

This is not a wimpy “peace and 
love” version of our future. Peace 
and technology rarely go hand in 
hand, and the ability to travel to 
new worlds has not granted our 
future generations some elusive 
wisdom that thousands of years of 
terrestrial progress has failed to 
unlock. “Squabbling factions” is 
still the dominant theme in inter- 
national relations, and the lines 
are still drawn in roughly the same 
places that they were during the 
cold war. The Alliance represents 
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Great visuals, dynamic gameplay 
elements, some great mission design. 
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“My god! That thing’s operational!” 


Downside Also some not-so-great 
mission design, intermittent crash bug. 


This is where you pick your ship and configure your loadout... the Coyote is 
a safe pick throughout much of the game. 


democracy and the Forces of Good 
(i.e. the western nations of Earth), 
while the Coalition is a dark 
boogeyman composed of eastern 
nations such as Russia and China 
that represents Fascism, Socialism, 
Communism, and all the other 
“isms” that good freedom-loving 
Americans recognize as the apoth- 
eosis of evil. 

Sound hokey? It is, a little bit. It 
is also effective, though, especially 
considering how difficult it can be 
to get players to empathize with 
unfamiliar settings and characters. 
Years of watching James Bond 
films have conditioned us to rec- 
ognize that the guy with the thick 
Russian accent is unquestioningly 
mean and nasty—a mad dog that 
can neither be reasoned with nor 
swayed from his campaign of ter- 
ror. The only real option is to put 
him down—a handy contrivance in 
a game about space combat. 

In the game's opening cinemat- 
ic, the Coalition offers the Alliance 
an olive branch. They are to meet 
in Earth orbit to discuss terms of 
peace and an end to their ongoing 
conflict. We know better, of 
course—the peace gesture is a 
diversion, and the real intent of 
the gathering is the destruction of 
the Alliance fleet at the hands of 
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the wicked Admiral Kulov (who 
just happened to bring along a 
massive squadron of cloaked 
fighter craft... go figure). From 
there the story chronicles the 
ragged retreat of the Alliance 
forces to Neptune, the slow 
regrouping of the remnants of the 
fleet, and the ultimate confronta- 
tion with Kulov. 

The story tends to be a bit pre- 
dictable, and it recycles just about 
every space sim plot device ever 
devised. The Coalition has cloaking 
device technology at the start of 
the game, but of course the good 
guys don't get it until much later. 
One of the opening videos, in 
which a Coalition ship de-cloaks 
directly behind and unsuspecting 
Alliance fighter and blows him to 
smithereens, is very nearly a direct 
rip from Wing Commander IV. The 
requisite “rescue the prisoner,” 
mission makes an appearance, 
along other longtime favorites such 
as “destroy the super carrier before 
it’s operational,” “sneak into the 
midst of the enemy fleet with our 
newly-discovered stealth technolo- 
gy, and the classic “destroy the 
uber-weapon before it’s opera- 
tional... oops! It already is!” 

Not all the missions are that 
derivative, of course, but odds are 


Join the discussion at www.cdmag.com/cqgi-bin/Webx?13@@. ee6f042 


that you will like the story for rea- 
sons other than its originality. It 
flows well, the acting is decent, 
and if the events feel familiar they 
also feel comfortable, kind of like 
an old pair of shoes. 


Gameplay 1, personality O 
The real problem, if there is one, is 
that many of the characters closest 
to you are lacking in presence and 
personality. The game places a 
strong emphasis on in-mission 
gameplay—a welcome change 
from the some of the later Wing 
Commander games, in which 
gameplay became almost sec- 
ondary to the lengthy interactive 
video clips that pushed the story 
along between missions. 

Starlancer goes very nearly too 
far in the other direction. When 
you are not in the cockpit you can 
watch or read news clips, look at 
the kill board, and attend the 
briefing for your next mission... 
but there is no interaction at all 
with any of your fellow wingmen. 
They chat about mission objectives 
while you are flying, but as char- 
acters they remain fairly dispos- 
able throughout the game. 

It's a tough trade-off. The 
advantages of putting combat in 
the spotlight are unquestionable, 
and the game excels in that 
respect. On the other hand, you 
may find yourself missing the vir- 
tual camaraderie of your fellow 
pilots. In Wing Commander you got 
to know the pilots that were flying 
with you. You knew their personali- 
ties, you knew a bit of their histo- 
ries, and as a result you knew how 
they were going to behave under 
the gun. In Starlancer you will be 
lucky to remember your fellow 
pilots’ call signs. 

Moose is the exception to that 
rule—he introduces himself at the 
beginning of the game, and 
while you never find out much 
about what makes him tick, you 
will probably come to despise 
him. Ostensibly he is your co- 
pilot; “annoying passenger’ is a 
more apt description. What pur- 
pose he serves is never really 
made clear—he whines ceaselessly 
about dropping countermeasures 
whenever a bogie locks you up 
with a missile, but apparently 
some horrible training accident 
left him without the use of his 
hands, as he seems incapable of 
dropping said countermeasures 
(or doing anything else useful, 
for that matter) himself. It is a 
pity that none of the Alliance 
fighters come equipped with a 
separate ejection button for the 
rear seat—perhaps future 


advances in technology will make 
this possible. 


It’s all about the action 
Story quibbles aside, a lot of 
Starlancer’s missions are quite fun, 
and several of them are absolutely 
stunning. They get a lot of help 
from the game’s engine, which 
hands out spectacular backdrops 
and flashy effects in turn. Recent 
space sims have turned to colorful 
nebula effects to “dress up” the 
drab emptiness of space. 

Starlancer goes a little bit 
lighter on the nebulae and instead 
relies on planetary vistas—recog- 
nizable ones at that—to inspire 
your awe. Imagine duking it out 
on the dark side of Satumn—you 
are close enough to the planet that 
it eclipses your view, the rings 
shining brightly in the distant 
glow of the sun. Can pretty visuals 
actually make a game more fun to 
play? Yeah, apparently they can. 

Good mission design can help 
too, and the game delivers it... 
most of the time. When all the 
pieces come together just right 
you will feel as though you have 
been dropped in the middle of a 
good sci-fi action movie. The mis- 
sions throw unexpected events at 
you as a matter of course, and you 
will have to do a lot of thinking on 
your feet (or in the cockpit, as the 
case may be). 

While most of any given mis- 
sion is scripted, there are enough 
dynamic elements along the way 


to keep them from feeling script- 
ed. What you do—and what you 
fail to do—can have consequences 
later in the mission, and some- 
times in other missions down the 
road. Did you fail to take out that 
Coalition ace? He might just show 
up later. Ditto for that carrier that 
you let slip away. In one mission 
you are tasked with destroying an 
asteroid-bound communication 
facility that the enemy is using to 
coordinate research on warp tech- 
nology. You fly cover for Gamma 
Wing (torpedo bombers), protect- 
ing them en route to the target 
and then clearing the target area 
of any hostile forces. 
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“Whoa. That was a little too close.” 
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Along the way you will be 
ambushed by several groups of 
fighters, and you will need to 
make sure that at least one 
Gamma Wing bomber survives to 
hit your primary objective. Once 
you arrive at the communication 
tower you have 60 seconds to take 
down the facility's communication 
tower before they radio for rein- 
forcements. Failure does not end 
the mission—it just makes it a bit 
trickier (enemy reinforcements 
jump in and you must once again 
rally to Gamma Wing’s defense). 

Little things like that provide 
feedback on the fly about how well 
(or poorly) you are doing. Better 


“| don’t think we’re in Kansas any more, Toto...” 
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still, each mission has multiple lev- 
els of success or failure, and some 
missions allow you to continue on 
to the next mission even if you fail 
to achieve some (or all) of the mis- 
sion objectives. Post-mission cine- 
matics give you further feedback 
on well you did, and a detailed 
debriefing gives you the specifics. 
The game could do a better job 
of letting you know how well 
things are going during a mission, 
however—the Mission Objectives 
display only lists the current 
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Objective, and it gives no indica- 
tion of mission status. Wingmen 
chatter generally lets you know 
how you are doing in a vague 
sense, but a list of all objectives 
would be more helpful (perhaps 
color-coded to indicate whether or 
not the objective has been met), 
and it would be nice if you could 
get the Mission Objectives display 
to stay locked on your HUD. 


Load, play, and repeat 
Regrettably, the game often falls 


back on a common contrivance of 
the genre—the long, incredibly dif- 
ficult multi-part mission that you 
have to beat to continue. It’s not 
an easy problem to solve—there is 
no question that long missions can 
be fun, but playing long missions 
over and over again certainly isn’t. 
Short of adding save points within 
the missions or making the mis- 
sions shorter, it is mostly a matter 
of balance and design. 

In one mission that takes place 
relatively late in the game, the 
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You may start out near the bottom of the ladder, but your kills will number in the hundreds by the end of the game. 


[below] “I’ll see you on the dark side of... well, Saturn, actually.” 
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Alliance has stolen several 
Coalition torpedo bombers and the 
security codes needed to fly them 
into Coalition space. The plan is to 
fly the bombers into the middle of 
the Alliance Second Fleet and nuke 
the flagship—a massive vessel 
called the Varyag. The first part of 
the mission involves flying into 
position and waiting for the order 
to fire on the Varyag. It’s a grip- 
ping sequence that borrows heavi- 
ly (once again) from the scene in 
Return of the Jedi in which Han 
Solo flies the stolen shuttle past 
the Imperial Fleet to the surface of 
Endor. You have to fly in slowly 
and in formation to avoid arous- 
ing suspicion—not particularly dif- 
ficult, but quite nerve-wracking 
(which is, of course, the whole 
point). Once in position you sit 
still for a minute or so before you 
get the order to fire, then it’s “tor- 
pedoes away” and time to make a 
run back to your carrier (which 
jumps in after the Varyag buys the 
farm). There are a few in-engine 
cut scenes along the way, and the 
whole operation takes about seven 
or eight minutes. 

The mission does not end when 
you rendezvous with your carrier, 
however—instead you merely swap 
out your torpedo bomber for a 
fighter and immediately launch 
again in order to protect your carri- 
er from an incoming volley of tor- 
pedoes. Shooting down torpedoes 
is a schtick that plays a major role 
in five of the game’s 24 missions, 
and in retrospect that is probably 
four times too many. It can be diffi- 
cult enough to intercept even a sin- 
gle volley, and when they are com- 
ing from two or three directions (as 
they often do), success is mostly a 
matter of blind luck. 

This particular volley is one of 
the most difficult in the game, and 
if you fail (and most likely you 
will, many times) your carrier gets 
destroyed and you get booted out 
of the military. End result: you 
have to replay the mission. Every 
time you replay the mission, how- 
ever, you also have to replay the 
easy-but-lengthy “destroy the 
Varyag” sequence. Destroying the 
Varyag loses its charm pretty 
rapidly after the fifth or sixth time 
you have done it, and since you 
can't skip any of the in-engine cut 
scenes, you will have to watch 
those all over again as well. 


Mission impossible 

The game is peppered with 
“choke-points” such as the Varyag 
mission, and even on the easiest 
difficulty setting they can be 
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insanely difficult to beat. It might 
not be so bad if the missions were 
not so long—replaying a difficult 
sequence over and over can be 
annoying, but replaying the sev- 
eral sequences that come before 
the difficult sequence over and 
over again can make you want to 
shelve the game. 

It's not that the game 
shouldn't have long missions, 
and it’s not that the game 
shouldn't have missions that you 
have to succeed at in order to 
continue. It’s not even that the 
game shouldn't have difficult 
challenges. The problem comes 
into play when you mix all three 
together—any of the game’s 
insanely difficult mission 
sequences probably would have 
been more palatable if they were 
separated out into their own 
shorter missions, and they would 
have been more palatable still if 
you were allowed to chalk them 
up as a loss and continue on if 
they proved too challenging. 
“Repeat it until you beat it” 
gameplay unerringly draws a lot 
of criticism from space sim fans, 
and it is unfortunate that 
Starlancer carries that sort of bag- 
gage in spite of features such as 
varying degrees of success. 

It doesn’t help that the game 
seems to have a bug that locks up 
your system at random intervals, 
forcing a hard reset. It doesn’t 
happen often, and it’s tough to 
reproduce the specific circum- 
stances of the bug, but it has 
occurred—multiple times—on five 
different system configurations. 
Heaven forbid if the game should 
lock up just after you have finally 
shot down all the torpedoes in the 
Varyag mission... well, we won't 
go into that. 


Help! | need somebody... 
There is one possible approach to 
beating the game’s more frustrat- 
ing missions—have a friend help 
you out. Taking out torpedoes that 
are streaming in from more than 
one direction is an entirely differ- 
ent ballgame when you have more 
than one human player in the 
game. Starlancer has two multi- 
player modes; the first is a stan- 
dard deathmatch set on six differ- 
ent maps, each with its own 
unique objectives. The maps are 
slick and the objectives are enter- 
taining, but the bottom line is that 
space sim deathmatching gets old 
fairly quickly. 

The second multiplayer mode is 
the real winner—you can join up 
with other players to tackle mis- 


sions in the single-player cam- 
paign. Having a human wingman 
can make all the difference in the 
world in some of the game’s more 
difficult missions. The Al wingmen 
are competent enough in combat, 
but they have an irksome tenden- 
cy to ignore mission-critical situa- 
tions (incoming torpedoes, for 
instance) in favor of jumping into 
the nearest furball. Human wing- 
men are more reliable... well they 
usually are. It depends on the 
human in question, obviously. 


It was the best of games, it 
was the worst of games 

If you are still undecided about 
whether or not you want to play 
Starlancer, then you are probably 
on the right track. In fact you may 
still feel that way, even after you 
finish the game. It’s not a bad 
game, or even a mediocre one. 
There are plenty of missions in the 
game that will make you sit back 
and think “damn! That was cool.” 
There are also missions that will 
make you groan out loud. If you 
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| There are a few nebulae here and there, but the effect is pretty muted, and the planets are the main visual draw. 


are a space sim newbie, or if “load 
and repeat” style gameplay makes 
you cringe, you would do well to 
steer clear. 

If you are a longtime fan of the 
genre, however—perhaps you still 
have the original Wing Commander 
box on your shelf—the game is 
worth checking out. The good parts 
are worth the price of admission, 
and if you have played a lot of 
Space sims in the past then you are 
probably used to the not-so-good 
parts already. —Benjamin E. Sones 


| \Ebelow! Flying a stolen torpedo bomber into the middle of the enemy fleet... don’t worry—you will get to do it more than once. 
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An AT-AT assaulting a rebel base. 


Star Wars: 


Use the Force, LucasArts! 


tar Wars: Force Commander 

renews the assault of the Star 

Wars phenomenon on real-time 
strategy, a genre that LucasArts 
already failed to conquer once with 
Star Wars: Rebellion. 

Force Commander is a more 
mainstream-style game than 
Rebellion, focusing less on strategy 
and more on combat. It takes unit 
types familiar to real time strategy 
sci-fi gamers, recasts them as the 
icons instantly recognizable to all 
Star Wars fans, and puts them all 
onto a nicely rendered 3D battle- 
field where ground combat is cen- 
tral. The substitution of command 
points for resource collection is a 
refreshing improvement over other 
games from the genre. While the 
awkward 3D camera has a steep 
learning curve, in the long run, it 
does not present any real obstacle 
to enjoying the game. 
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The same cannot be said, howev- 
er, for some of the game’s other dis- 
appointments, such as the poor 
pathfinding of vehicular units and 
the lackluster Al. A solid campaign 
is the game’s saving grace, provid- 
ing challenging missions that dove- 
tail nicely with the Star Wars trilogy. 


The unlikely hero 
Force Commander's campaign tells 
the story of Brenn Tantor, a young 
Imperial field commander inspired 
by the death of his father at the 
hands of the Rebels. Brenn enjoys 
a meteoric rise in the army, as 
does his brother Dellis, and they 
fight for the Empire for years 
before having the epiphany that 
the Empire really doesn’t have a 
very good human rights (or alien 
rights) record, at which point 
Brenn defects to the Rebels. 
Brenn’s (and your) role in the 
game is to direct units from the 
Battlefield Holographic Control 
Interface (BHCI), a virtual repre- 
sentation of the battlefield created 
from the sensor data of your units. 
The campaign's twenty-four 
missions—the first thirteen fight- 
ing for the Empire and the next 
eleven on behalf of the Rebel 
Alliance—do an excellent job of 
paralleling and evoking the origi- 
nal Star Wars trilogy. The first 
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Not enough Ewoks; 3D camera can be 
annoying. 
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Here’s the escape pod, but where did those droids go? 


three missions, well-implemented 
training scenarios, involve direct- 
ing imperial troops on Tatooine in 
search of a pair of missing droids. 
Sound familiar? Imperial missions 
also include leading an assault on 


the rebel base at Yavin, leading 
the Imperial Army against the 
Rebel base at Hoth (and guiding 
Darth Vader into the Rebel head- 


quarters), and scouting Endor for 
a suitable shield generator site. 


An inexplicable reluctance to kill 
Ewoks in that mission, com- 
pounded by further insensitive 
orders from Imperial command, 
drives Brenn to defect to the 
Rebels, setting him out ona 
redemption tour that will take 
him back to many of the planets 
he visited as an Imperial. 

Force Commander's missions 
grow exponentially more difficult, 
and guarantee long hours of play. 
The downside for fans of the 
Rebellion is that to play that half of 
the campaign, you must first finish 
the Imperial missions, a tall order 
that casual gamers may find diffi- 
cult to meet. Unfortunately, the 
game offers no difficulty setting. 
Campaign missions are difficult 
because the enemy is gifted with a 
large number of pre-placed units 
and turrets, and not because the Al 
is particularly challenging. Enemy 
units seem to follow fairly scripted 
patterns, which include regular 
attacks on your command center 
by medium sized forces that are 
neither overwhelming nor creative. 
When the enemy is not provided 
with extensive defenses, as is the 
case when you play a quick mission 
in skirmish mode, the Al proves 
itself to be generally anemic. 


The familiar battlefield 
Units will be instantly recognizable 
to nearly anyone who has had a 
pulse since 1977. Infantry naturally 
includes stormtroopers and their 
less fearsome-looking Rebel coun- 
terparts, and while infantry units 
are generally poorly matched 
against other unit types, they are 
indispensable in storming and con- 
trolling enemy structures. Armored 
units on the Imperial side include 
the massive walking AT-AT featured 
early in The Empire Strikes Back, as 
well as the smaller two-legged AT- 
STs and AT-PTs last seen being 
overwhelmed by a horde of Ewoks 
in Return of the Jedi. The Rebellion 
is provided with a less striking yet 
still very effective vehicle menu of 
its own; they also has the ability to 
capture the AT-ATs and STs. Aerial 
units include Y-Wings and 
Snowspeeders on the Rebel side, 
and Tie Fighters and Bombers on 
the Imperial side, but to ensure that 
the game stays “grounded” in 
combat, the strength of the aerial 
units is decidedly muted. 

Rather than adopt the hack- 
neyed formula standard to real- 
time strategy games that an army 
in the field will collect resources 
and manufacture new units on the 
spot, Force Commander relies on 
the concept of command points to 
regulate the purchase of new 


Stormtrooper vs. Ewok. 


[right] A captured AT-AT being 
escorted back to base by Y-Wings. 


[below right] Selecting units for the 
landing on Abridon. 


units. Command points basically 
reflect how likely your superior 
officers in orbit above are to send 
down more reinforcements. 
Destroying enemy units earns 
command points, as do maintain- 
ing control of enemy structures 
and meeting your mission objec- 
tives. On the other hand, if your 
superiors determine that you have 
more than enough forces at your 
disposal to do the job at hand, 
you will actually suffer a com- 
mand point drain. Because the 
game does not focus on unit man- 
ufacture, structures oriented 
towards production found in other 
games have been replaced by 
dropships, and the only available 
structures are turrets, upgrade 
centers, airfields, and the all 
important command centers. 


The cinematic style 

One of the most controversial 
aspects of Force Commander is its 
battlefield camera. The 3D camera 
is designed to be spun, panned, 
and zoomed to permit you to 
quickly gain an optimal view of the 
battlefield. While the camera will 
seem familiar to aficionados of 
Homeworld, in practice it does not 
work nearly as well as in that game, 
primarily because the ground and 
the terrain get in the way of a lot of 
camera angles. The camera can be 
frustrating to use at first, and never 
does become entirely natural, but 
with experience, doesn’t present an 
overwhelming obstacle to enjoying 
the game. 

The whole point of the 3D cam- 
era is to give the game a cinematic 
feel. If you place the camera at 
ground level, you will indeed be 


able to evoke the atmosphere of 
the Star Wars films. Unfortunately, 
as a strategy game, it is nearly 
unplayable unless you zoom out 
and adopt a bird’s eye view of the 
action. To reconcile cinematics 
and strategy gaming, a nice addi- 
tional feature might have been the 
inclusion of a replay feature, 
which you could use to review the 
action from up close. 

Given that the game is trying to 
give Star Wars fans a movie experi- 
ence, the camera angle that is con- 
spicuously absent is a first person 
view from your units. Since all of 
the visual data is being supplied to 
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your holographic interface from 
your units, there is no theoretical 
reason why a first person view 
couldn't be generated. While such 
a view admittedly wouldn't be the 
best for directing strategy, the vis- 
ceral pleasure of taking a virtual 
joyride in an AT-AT plodding into 
an enemy camp or a Snowspeeder 
searching for enemy units would 
have been very entertaining. 


The game at hand 

The Force Commander maps are a 
mixed bag, with some more 
attractive that others. Yavin is rep- 
resented by hills covered with tex- 
tured forests and an occasional 3D 
shrub, while the trees of Endor 
stretch beyond the range of sight, 
and far beyond the height of the 
cliffs of Tatooine. The maps are 
universally composed of severely 
undulating and broken terrain 
designed to increase the need for 
Strategy by limiting the effective- 
ness of the powerful armored 
units, which are limited to move- 
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ment on nearly flat terrain. 
Infantry units, on the other hand, 
can traverse nearly any terrain. 
Laying movement waypoints is 
uncommonly easy, which is good 
because the vehicular pathfinding 
and movement are awful. If you 
attempt to move a vehicle between 
two points and there is a bush, 
building, boulder, or other unit in 
between, you can be sure that 
your vehicle will probably get 
stuck for a time, spastically cir- 
cling whatever obstacle it has 
encountered. If you try to move a 
number of vehicles together, far 
from falling into a neat formation, 
many will likely get stuck on each 
other, before straggling to the 
final destination. The height of 
frustration comes when a unit 
becomes stuck near the side of a 
mountain with no apparent obsta- 
cle holding it in place. If you have 
reached your maximum number of 
units you may have to destroy it, 
but to add insult to injury, you 
will take a command point penalty 
for doing so, no doubt because 
your superiors are reasoning that 
you obviously don’t need rein- 
forcements if you can afford to 
destroy units. If you try to move a 
group of vehicles through a 
canyon, the first several units will 
head forward, while the other units 
in the group, determining that the 
canyon is blocked, will attempt to 
find another way around. 
Problems such as these can make 
concentrating fire difficult. 


The final analysis 

Enjoyable campaign aside, multi- 
player action seems to be an area in 
which the game ought to be 
promising, especially given the nice 
multiplayer maps. Unfortunately, 
despite the fact that a patch has 
already been created to address 
multiplayer issues, this side of the 
game still seems to have consider- 
able stability problems. With these 
drawbacks, and the absence of a 
few other standards of real-time 
strategy games (such as a speed 
setting or a mission editor) in mind, 
Force Commander deserves at least 
a qualified recommendation to 
dyed-in-the-wool Star Wars fans. 
The campaign and storyline are 
enjoyable once frustrations over 
camera controls and vehicle move- 
ment are overcome. 

The frustration that cannot be 
overcome, however, is how good 
this game could have been but for 
a few irritating shortcomings. 
—Nick McElveen 
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No Man with Jitters is an Island 


O-Six is a compelling combina- 

tion of action and real-time 

strategy in a massively multi- 
player sci-fi setting. It offers a 
novel premise, solid gameplay, 
and decent graphics, but for an 
enduring appreciation of these 
qualities, you have to be prepared 
to press the figurative flesh in the 
online community. 

10-Six is set on the planetoid 
Visitor, home to a powerful new 
element (transium) and jitters, 
which are alien artifacts pro- 
grammed to serve as tanks, build- 
ings, turrets, and other devices. 
Four corporations have divided 
Visitor up into one million camps. | 
You start by joining a corporation, | 
choosing a homestead, and ! 
spending your starting jitters to ! 
begin mining transium and create 
a small force of rovers. You can 
sell transium to the corporate mar- 
ket and use the money to buy 
packs of random jitters. You can 
also teleport to allied camps and 
neutral United Nations camps to 
beg for or trade jitters with other 
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players. The proud and the rich 
can also buy them from Heat. net 
at $1.99 (real-world money) per 
pack. Once you are confident that 
your base is well guarded, you can 
risk teleporting to an enemy cor- 
poration camp to raid. This is a 
big step—until you teleport to an 
enemy camp for the first time, 
your base is immune from attack. 

There are two reasons to raid 
enemy camps. First, you can steal 
enemy transium, and if you con- 
quer the camp, you can claim it as 
your own and increase your transi- 
um flow. The more camps you con- 
trol, the more purchasing power 
you have, and the more esteem you 
will have among other players. If 
the game does have any real point 
to it, that may be it. Second, when 
objects are destroyed, they revert to 
their jitter form, so raiding is 
another way to acquire jitters. 

The real-time strategy side of 
the game comes in managing your 
camps: placing mining, produc- 
tion, and defensive structures; 
building rovers and outfitting 
them with weapons, armor and 
modifiers; and buying, selling, and 
trading transium and jitters. The 
action comes in leading your 
avatar and rovers in combat 
against your corporate enemies in 
the game's graphically solid 3D 
environment. The tactical elements 
of both aspects of the game are 
enhanced by Visitor's rugged ter- 
rain: using the massive mountains 
and deep valleys against your 
opponents is critical. 


UPSIDE 


You get to kill lots of annoying people. 
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[left] Rovers guarding a ToyCo base. 
[above] Which camp should | attack? 


Like all persistent online games, 
10-Six favors those that spend the 
most time playing. So long as you 
are logged in, you continue to 
mine transium, and you can con- 
tinue to sell it for money and jit- 
ters. All of your camps except your 
home camp are vulnerable to 
attack even if your not online, so 
the more time you spend online, 
the more likely it is that you will be | 
around to defend your assets per- 
sonally. You can also join other 
players from your corporation in a 
Mutual Defense Network (MDN), all 
the members of which will be noti- 
fied whenever a member camp is 
under attack. Because defensive 
emplacements are powerful and 
your offensive capability is limited 
by the amount of transium you can 
bring with you and the number of 
rovers you can fit into a teleport 
matrix, enlisting the support of 
your MDN is also crucial in helping 
you conquer enemy camps. 

Unless you make playing the 
game a career, your success can be 
directly proportional to the quality 
of your MDN. If your fellow MDN 
members are logged on a lot and 
are loyal, you can be assured plen- 
ty of offensive and defensive sup- 
port around the clock. If your MDN 
members don't play very often and 
show little interest in defending 
each other, you may be in trouble. 
Heat.net rewards MDNs by provid- 
ing rankings for the best in a num- 


DOWNSIDE | 


You have to talk to lots of annoying 
people. 


ber of categories, and MDN leaders 
also get better exchange rates 
when they sell their transium. 

The denizens of Visitor range 
from cutthroat to clueless, with a 
lot more of the former than the lat- 
ter, but the bottom line with 10-Six 
is that Visitor is a lonely and bor- 
ing place if you prefer to avoid 
other players. To succeed and 
enjoy yourself, you have to be will- 
ing to network figuratively and not 
just literally—if chatting with 
strangers makes your skin crawl, 
you are definitely better served 
playing a host of other sci-fi strat- 
egy games online. The very least 
that can be said of 10-Six is that, 
so long as Heat.net continues to 
offer a free trial week of play, 
checking the game out is worth the 
several hours it takes to download. 
That is more than enough time to 
build a good base camp, make 
some allies, explore Visitor, and 
decide for yourself whether you 
want to subscribe. —Nick McElveen 


Flower Kitty ToyCo rover guarding 
transium well. 
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Allegiance 4 Seo 


Teamwork at its best 

escribing Allegiance in brief 
f) is a task made even more 

difficult by the knowledge 
that if you, the reader, could grab 
a joystick, launch a fighter, and 
fly for just 30 seconds, you'd have 
a great sense for the game. As you 
ease your ship in a lazy circle, 
drinking in the sights, a scout 
might whoosh in front of you ona 
probing run, or a bomber drift 
past guarded by a pair of sleek 
interceptors. Off in the distance 
you might see the telltale flashing 
of ammunition being exchanged 
between friend and foe. Hitting 
the thrusters, you would skim 
along the outer hull of a giant 
shipyard on your way to join the 
engagement. You would think, “| 
understand this game. And now | 
must do battle!” 

And yet, while these first 
moments do reveal much of the 
game's structure, there is depth 
in Allegiance that will take you 
dozens of encounters to plumb. If 
there is one feature that lends the 
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300, 32MB RAM; 3D Accelerator 
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most substance to the game, it is 
the scarcity of artificial intelli- 
gence. Almost every decision 
made in the game will be made 
by a human, and we all know 
that Al is no match for our peers. 

The year is 2140. The Earth’s 
nations have expanded outward 
into the solar system, making two 
very important discoveries: plen- 
tiful Helium-3, a valuable fuel, 
and the existence of alephs— 
wormholes that allow instanta- 
neous travel over long distances. 
Greed has a grave cost, however, 
as an asteroid sent toward the 
Earth for fuel goes off-course and 
destroys the blue planet. All those 
who remain alive are those who 
are stationed in space. The sur- 
vivors quickly split along ideo- 
logical lines: the lron Coalition 
forms from the United Nations 
peacekeeping forces; the 
Gigacorp attempts to seize con- 
trol of what economy is left; and 
the Bios and the Belters determine 
that their fringe-group status will 
not keep them from getting a 
piece of the pie. 

Players can choose one of these 
four factions (and more factions 
are promised in future patches). 
One player assumes the role of 
commander, taking responsibility 
for overall strategy, spending 
cash on research for better 
weapons and ships, and oversee- 
ing what little Al there is. The rest 
of the players fan out among the 


Upside Highly strategic; superb 
interface; a solid effort with very 
few flaws. 


me) 


[above] Bases bloom from within 
asteroids. 


[upper left] In space, only nearby 
people can hear you scream. 


[right] The main menu, as it were. 


superb and it feels realistic.” 


DOWNSID. 


Downside Games can stalemate; 
capital ships too common and too 
maneuverable. 


“| just got the demo, and by the way it is incredibly hard and the con- 
trols are gonna take a lot of getting used to. But the graphic effects are 


—Snake Bitey 


sectors, sometimes exploring, 
sometimes dogfighting, and 
sometimes blowing an enemy 
outpost to smithereens. Each 
game plays itself out in a network 
of connected sectors, each of 
which contains Helium-3 that 
must be mined. The miners that 
each team possesses are among 
the few computer-controlled 
ships in the game. Almost every- 
thing else in the sky contains at 
least one bona-fide person. 

And some dangerous ships 
contain several. Flying crafts 
range from tiny scouts to humon- 
gous cruisers, and the larger 
ships can have manned turrets— 
in essence, there are multiple 
humans operating the ship, with 
independently operated gunners. 
Such ships require teamwork both 
| on the part of the owners of the 
ship (the pilot must organize the 
turret gunners before launching) 
and of the opponents who hope 
to stop it. 

Each faction possesses charac- 


“From what | have played so far, this game can really shape up to bea 
big winner. By far it’s the only game | have even come close to consid- 
ering dishing out $10 bucks a month for.” 


—Robert Russ 


teristics that set it apart. When 
your ship is destroyed, you pop 
out into space in an escape pod. 
The Bios have the ability to rip- 
cord—or, in layman's terms, tele- 
port—their escape pods back to 
their garrison, while the other 
factions must putter along in 
their pods, hoping to be picked 
up by a friendly ship, otherwise 
enduring the long ride home. 
Gigacorp has access to special 
refineries that bring in extra cash. 
The powerful lron Coalition is able 
to build capital ships very quick- 
ly. Almost all of these special 
characteristics may be researched 
by opposing factions, but at a 
cost of time and money. 

The visuals are terrific. 
Explosions are robust; the particle 
effects shine; starbases are huge 
and panoramic. Those graphical 
corners that have been cut are 
limited and unimportant. It is 
quite amazing that an online- 
only game can feature visuals of 
this quality and yet produce very 
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little latency. 

Being all about teamwork, 
Allegiance must provide a quality 
interface, and it does this in 
spades. A monstrously long list of 
canned chats makes common 
requests a simple matter (well... 
once you are familiar with them, 
at any rate). To illustrate, the 
keyboard combo tilde-N-P brings 
up the main chat menu, selects 
the Need submenu, and broad- 
casts “I need a pickup, help!” 
across the team chat. This chat, 
appropriate if your ship has 
exploded and you are slugging 
along in your escape pod, also 
initiates a connection to any 
nearby ships, which with a single 
keystroke can lock onto you and 
auto-pilot to your rescue. 

The design includes a lot of 
nice touches that make an other- 
wise complicated game seem 
simpler. Outfitting a ship with 
missiles, probes, booster fuel, 
and so on couldn't be handled 
any better. The mini-map is 
chock-full of little symbols that, 
once deciphered, reveal a great 
deal of information about how 
your team is doing. With a single 
keystroke, a pilot can zoom the 
camera high above the horizontal 
plane, where he can pilot his ship 
with a wonderful sense of what is 
going on in the sector. 

Sounds have both strategic 
and entertainment value, and are 
handled expertly. If you played a 
one-minute sample of the game's 
sound to a random stranger, he 
would be bewildered by the 
cacophany of noises. In the con- 
text of the game, however, the 
sounds all make perfect sense, 
and impart most useful informa- 
tion. There is a sound for every- 


Piloting your ship from the overhead map is tactically wise at times. 


thing: when your radar picks up a 
new signal, when a missile locks 
onto you, when your autopilot 
toggles, when another player 
chats, when conflict begins ina 
nearby sector, and on and on. 
Meanwhile, the sounds your 
engines, your boosters, and other 
ships (and their guns firing) 
make provide a constant back- 
drop. Yet somehow, despite the 
incessant flow of auditory clues, 
sorting them out is a simple task. 
Despite a fairly lengthy open 
beta, Allegiance could still bene- 
fit from some tweaking of game 
balance. Conquest games without 
time limits can too often bog 
down into stalemates, as power- 
ful fleets play hide-and-seek on 
opposite sides of one last crucial 
aleph. Capital ships, far from 
being the flagship of a fleet, can 
often compose the entire fleet, 
and it is not uncommon for a 
team to win by flying several 
capital ships en masse from sec- 
tor to sector like a galactic vacu- 
um cleaner. These huge ships are 
too inexpensive, as well as being 
far too agile in dogfights. 
Remaining unseen is a constant 
theme in Allegiance, since any 
unit that spots a bomber or capi- 
tal ship will let the entire team 
know—and every defender nearby 
will swarm to that spot. Because 
of this, scouting and probing 
become essential tasks. When an 
opponent has researched stealth 
technology, it becomes all the 
more crucial to probe. While this 
adds a new layer to the game’s 
Strategy, it can force a team into 
laying a virtual carpet of probes 
in every important sector they 
control. This unrewarding (and 
too common) process could be 


The HUD displays overwhelming amounts of info, but very clearly. 


avoided if the scan range of 
probes were tripled. 

As in all games that feature 
multiple sides (each of which has 
strengths and weaknesses), there 
is some doubt about the balance 
of the factions in Allegiance. As 
players invent new strategies, 
some of them will seem unbeat- 
able, perhaps for a time, and per- 
haps until the game is tweaked. 
The designers seem very interest- 
ed thus far in balancing the game 
as best they can, and even in the 
game's youth the balance already 
seems just about right. 

Some may also criticize 
Allegiance for being unrealistic. 
Manned turrets have 360 
degrees of freedom, as if the 
ship they are attached to is not 
tangible. Killing your thrusters 
slows down your ship, in contra- 
diction to what we know about 


travelling in a vacuum. Ships 
that enter your scan range sud- 
denly pop into view, as if there 
were a direct connection 
between radar and eyesight. 
None of these decisions by the 
designers detract from game- 
play, however, and many actu- 
ally enhance it. 

Online play is handled mainly 
through the Microsoft Zone, and 
it would seem that the beta 
testers did their jobs well. In 
these first few weeks, the servers 
have remained for the most part 
stable, and there are enough 
players online at any time to 
keep the games rolling. Games 
can be joined at any time, with 
few exceptions, so finding a 
game is a simple matter—that is, 
as long as you own a copy of 
Allegiance, which we highly rec- 
ommend you do. —Dave Perkins 


A constructor nosedives into an asteroid to begin building a base. 
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After hours of toil, we’ve managed to shepherd several beloved heroes to the 
teen levels. They’ll be gone forever when the game ends in a few minutes, 


unfortunately. 


Majesty 


Monarch of the Mercenary Kingdom 


t’s like Placing the welfare of 

your kingdom in the hands of a 

bunch of greedy mercenaries 
that suffer from frequently fatal 
lapses of good judgment. 

Flames spew forth from the ter- 
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Zone [Note: No direct Internet play 


= EVERYONE 
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rible mouth of a rampaging drag- 
on, engulfing your central market- 
place and reducing countless 
townspeople to cinders in a single 
breath. As the centerpiece of your 
economy goes up in smoke, des- 
peration drives you to place an 
enormous bounty on the beast’s 
head. Soon, the Heroes of the 
Realm are on the scene, returning 
from their adventures in far-flung 
lands to answer your call—or your 
bribe—to defend your keep. The 
ensuing battle will be epic, and it 
will mark the life or death of your 
kingdom. You praise Lunord as 
fourteen heroes prepare to do bat- 
tle with the monster. Wizards and 
warriors, rangers and rogues, pal- 
adins and priests alike all prepare 


Innovative blend of RTS with roleplay- 
ing elements. 


Poor hero Al places your strategies at 
the mercy of chance; no campaign or 
direct net play. 


THE BUZZ LL LLL 


“| just can’t get over how entertaining this game is. | really didn’t think 
| could get into anything besides turn based strategy. | think that is 


what amazes me the most.” 


— Chaos Spawn 


“The campaign is too short, just less than two days and it’ 's finished. ” 


to lay down their lives for the 
greater good. 

Then, to your horror, the heroes 
begin to flee in terror as they face 
the dragon. One by one, they scat- 
ter to the four winds. You scream 
at your monitor, “You could have 
taken him together!!!” but your 
rage falls upon deaf sprite-ears. 
Your disgust mounts as you realize 
only the greedy but pitifully weak 
rogues have engaged the dragon, 
accompanied by the foolhardy 
healer monks. Your heart lightens 
for a moment as you see the rogues 
actually begin to hurt the dragon, 
but your spirits slip further into the 
abyss as the equal-opportunity 
healers unbelievably begin to heal 
the dragon! Invigorated, the 


- cPerToion 


winged embodiment of your doom 
belches flame again, sending your 
rogues to oblivion in a fiery 
instant. Unable to stomach the 
inevitable, you restart the game, 
vowing to conquer the scenario 
this time. 

Such is the typical story of 
Microprose’s intriguing game of 
Majesty. Undeniably enjoyable 
gameplay springs from a well- 
founded and original blend of the 
real-time strategy (RTS) and role- 
playing genres, but tragic flaws 
send your fantasy kingdom expe- 
rience into the virtual sewers 
(which are handily included in the 
game). The basic premise puts you 
in charge of a castle, from which 
you must build a small fiefdom in 


somewhat typical RTS style. You 
construct buildings to produce 
specific types of heroes, generate 
revenue, and provide items for the 
support and advancement of the 
heroes. Some completed buildings 
make other buildings available for 
construction, or may allow you to 
conduct technology research. Most 
buildings can also be upgraded to 
higher levels, unlocking yet more 
opportunities for unit production 
and research. Your income is 


derived from the taxation of these 

buildings, which generate revenue 
as your heroes use their services. In 
standard RTS format, you must | 
explore a blacked-out map while | 
building up a viable economic and | 
military settlement. 

Standards end there, however, 
as you have no direct control over 
your units. Instead, you have two 
types of inhabitants in your king- 
dom: henchmen and heroes. 
Henchmen automatically do menial 
tasks such as building and repair- 
ing your structures, patrolling the 
Streets, or collecting taxes. Heroes 
Operate autonomously, seeking 
adventure or treasure as dictated 
by being members of their chosen 
guild. Magicians spend altogether 
too much time hanging around at 
home studying, while rogues will 
do anything for money—including 
robbing or attacking your own 
buildings! Your only influence over 
these mercenaries are “Reward 
Flags,” through which you can 
offer monetary reward for destroy- 
ing a target or reaching a destina- 
tion. Thus, you end up feeling 
decidedly like a Lord of 
Mercenaries, with only your royal 
coffers to sway the actions of the 
men-at-arms in your service. 


Heroes do the 

Darndest Things! 

Since you have no direct control 
over your heroes, your success (as 
well as the game’s) hinges upon 
their Al-dictated behavior. 
Unfortunately, the friendly Al rou- 
tines fall far short of the mark, 
leaving you frustrated and often 
incredulous. You'll watch as a 
level ten Ranger flees from a lowly 
skeleton, only to stand and die 
against five berzerking Trolls a few 
minutes later. You'll shake your 
head as a beloved Paladin runs out 
of hit points, even though she had 
three healing potions in her pock- 
ets. Then, just when things are 
looking up in a battle against 
enemy heroes, one of your own 
healers will come along and 
restore the enemy to full health, 
just in time for that enemy to 
strike down your hard-pressed 


warriors. Group Al is equally dis- 
appointing, with party formations 
few and far between, and poor Al 
assessment of group ability (see 
the opening story about 14 heroes 
fleeing from a single enemy, 
because each hero decided he was 
individually outclassed). 


Sharing the Suffering 
Multiplayer gameplay is a big 
component of RTS games these 
days, and can even overcome some 
shortcomings in solo play. 
Unfortunately, a multiplayer 
Majesty experience is usually 
reduced to commiserating with 
your fellow players over the game’s 
failures. The game supports TCP/IP 
connections via LAN, but curiously 
will not support direct IP connec- 
tions, forcing you to play on the 
sometimes-temperamental MS 
Zone servers. A memory leak or ! 
other ravenous bug progressively | 
eats up system resources duringa 
multiplayer game, eventually | 
dropping players and slowing the 
game down to an unbearable 
crawl. An already-released patch 
helps some, but we still experi- 


game, you're left with the solo 
game, which frankly isn't very ful- 
filling. The “Campaign” is really 
only a set of totally unrelated pre- 
set missions that can be played in 
any order. A few “secret” missions 
require you to complete sets of 
specified missions before they are 
available, but even these mission 
have no continuity with their pre- 
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[top] Emerah! Stop healing the 
enemy, you idiot! 


[right] A level 4 warrior flees in terror 
from a big nasty... um, bear. 


[below] A two-thousand gold piece 
reward isn’t enough to get Crik 
Neverspend to help the city guards 
with the dreaded Three Headed Horror. 
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enced the problem after installing | 
the patch, on two completely dif- 
ferent machines. Multiplayer 
gameplay is less fun than solo 
play, because the lack of direct 
control over your clueless heroes is 
far harder to suffer amidst the 
antagonistic machinations of 
another person. Of course, your 
opponent is similarly handi- 
capped, so it’s a somewhat frus- 
trating experience for both players. 
That is, until the game freezes... 


Going Solo 
Without much of a multiplayer 


requisites. Completing the required 
missions simply “unlocks” one of 
these stand-alone “secret” mis- 
sions. There is no carryover from 
mission to mission in the cam- 
paign, so it’s no use getting 
attached to your heroes, their 
accomplishments, or their hard- 
won magical items. Replay value 
gets a tiny boost from randomly 
generated maps each time you 
play, but in the end it’s all the 
same stuff in slightly different 
places. Since you can happily bull- 
doze any terrain when you build 
(even water!), the varied maps 


don't end up meaning much. 

The 2D graphics are actually 
quite nicely rendered, though not 
particularly innovative in any 
way. The interface is fair, with 
hotkeys available for most desired 
activities. One severe shortcoming 
rears its ugly head behind struc- 
tures, however—some of the 
buildings in the game are quite 


tall, and if a combat happens on 
the far side, you are powerless to 
affect the battle even in the mea- 
ger ways available to you (heal- 
ing, augmenting spells, attack 
spells, etc.). Monsters and ene- 
mies are drawn to your buildings, 
so you'll actually run into this sit- 
uation with alarming regularity. A 
simple option to remove the 
building graphics or to rotate the 
map 180 degrees would have 
overcome this, but there is no 
such tool included. 

Despite these drawbacks, the 
game is strangely intriguing, cer- 
tainly owing to its original con- 
cept. The idea of having indepen- 
dently-minded minions running 
about your kingdom is actually 
quite novel, and it’s exciting to 
struggle with heroes who have a 
mind of their own. Sadly, these 
heroes don't have enough of a 
mind of their own, leading to some 
very frustrating actions (and inac- 
tions) during your game. The win- 
ning game concept kept us play- 
ing the game for quite some time 
even after we identified its short- 
comings. After all, it’s a new con- 
cept, and maybe we just needed to 
figure out how to coax those heroes 
into behaving reasonably, right? 
Unfortunately, the problems are 
real, and even after winning all the 
“campaign” scenarios, there’s no 
real sense of triumph with a grand 
strategy. With a real campaign, 
carryover of heroes, competent 
friendly Al, and the elimination of 
a few nagging flaws, Majesty 
might have actually been a real 
winner with its game concept. As 
delivered, you'll only get a frus- 
trating glimpse at what might have 
been. Majesty //, anyone? 

—David Chong 
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Beetle Buggin’ 


Need for Fahrvergniigen: Herbie Unleashed 


o lure in both race game fans 

and general enthusiasts, you 

want your game to have sexy, 
fast cars that inspire lust and 
envy. So if you want to build a 
race game around a single 
automaker, you'd probably go 
with an exotic, a Porsche, a Ferrari, 
a Jaguar, or even a single car like 
the Corvette. In other words, you 
generally want the antithesis to 
most Volkswagens—the “people’s 
car” of Germany—whose Beetle 
was perhaps the ugliest mass-pro- 
duced car in history. 

Ah, but it’s also one of the 
most beloved, and the most... 
fun. Infogrames’ Beetle Buggin’ 
(notice the lack of Test Drive pre- 
ceding the name, a clear indica- 
tion it will have less “suck” per 
lap than other recent Infogrames 
“branded” race games) taps into 
that feeling of love and fun by 
delivering all the different Beetle 
variants from the Van, Thing, and 
Karmann Ghia (perhaps the only 
one that could be considered 
attractive) to Southern California- 
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» 2-6 players; 


EVERYONE 


styled custom jobs such as dune 
buggies and monster trucks. All 
of the cars are painted in psyche- 
delic colors, the soundtrack fea- 
tures reverb-drenched tunes that 
could vaguely be described as 
being not entirely unlike surf 
music, and everything has sort of 
a “Have a Nice Day” philosophy 
that matches its subject matter. 


Full-featured 

As a race game, it’s surprisingly 
full-featured, offering more 
gameplay than any game costing 
twice as much money. You can 
run Quick Races, but the game 
inexplicably doesn’t allow you to 
select the tracks, just the type of 
race. You can choose from any of 
the four race types: Speed (regu- 
lar racing on concrete), Jump (a 
bizarre skill test requiring a nitro 
boost and a ramp to launch you 
in the air for a certain distance), 
Buggy (beach-based racing in 
those horrid fiberglass VWs pop- 
ular in the 70s), Monster (big-ass 
tires...) and Cross (dirt, jumps, 
slip sliding). 

The race types are a decidedly 
mixed bag. On the plus side, the 
Cross dirt-track stadium racing is 
superb, with terrific handling, a 
decent level of challenge and 
some fairly nasty track design. 
The physics modeling, while not 
being simulation-like, nonethe- 
less feel plausibly realistic. The 
opponents, though somewhat 
chaotic in their approach, are 


Terrific dirt racing. 


Driving along in my automobile.... 


quite aggressive. It’s too bad this 
race type (as well as the Speed 
race) suffers from an occasional 
problem with placing—if you're 
leading a race and getting close 
to lapping someone, they can 
occasionally be registered as 
crossing the finish line before 
you, dropping you from first to 
as far back as last place, without 
you ever being passed. 

The Buggy races are challeng- 
ing as well, and pretty entertain- 
ing, but the cars prove too big 
for the tracks, making passing 
overly difficult. Also, the physics 
modeling on the seaside track 
seems to throw you into strange 
slides that put you in the ocean 
for no apparent reason (it just 
slows you down, much like the 
rest of the off-track terrain in the 
game). It’s difficult to tell if the 
physics are rules-based (that is, 
you reach a certain speed, a cer- 
tain turn angle, then you slide), 
but it’s equally difficult to recre- 
ate a slide or explain why it 
occurred in the first place. You 
never spin in most of the races, 
unfortunately. 

The Jump race is silly but 
innocuous. Once you figure out 
the timing of when to turn on 
your nitro, it’s relatively easy. The 
Speed races are just silly, with 
absurd idiot-proof handling that 
doesn't resemble anything on 
four wheels and a general sense of 


| 
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One of the flaws of the game is that 
you never get to practice, or even 
select tracks or set the number of 
laps in a race. 


[top] Hey, you used to see hundreds 
of these things in Southern 
California. 


being overly caffeinated. The 
computer cars dive in and out of 
traffic without any regard for their 
(or your) position on the track 
(fortunately, the poor physics 
modeling means it’s really unnec- 
essary to set up a turn... just back 
off the throttle or apply some 
brakes whether you’re turning or 
not and you'll be fine). Still, 
they're manageable (if too easy), 
and if this were the game’s worst 
offense, it wouldn’t be an issue. 


Evil monsters 
But the Monster rallies are the 
worst of all. You could deal with 
the sluggish handling (they do, 
after all, have big-ass tires), but 
what about the rubber walls? You 
bounce off everything, which 
makes the final track in the Beetle 
Challenge, in particular, next to 
impossible, because they require 
precise driving to navigate 
between cones. If you hit one, it 
gives you a time penalty, and 
since all of the tracks require that 
you complete them in a certain 
period of time, you'll be swearing 
at your monitor after the 10th 
attempt. There's also the question- 
able decision to focus these races 
on precise driving rather than 
doing what people really want to 
do with monster trucks—run over 
stuff. Smash stuff. Break stuff. It’s 
all very cathartic, ya’ know? 
Aside from Quick Races, there 
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Is this fun? Precise smashing? Bah! 


are two other modes of play, 
Championship and Beetle 
Challenge. Both are essentially 
variations on a theme. In 
Championship mode, you need to 
win a few races to advance to the 
next level (there are three in all). 
You get points depending on 
where you place in the race, and 
after you run the predetermined 
number of races, you advance if 
you have the most points. It’s all 
fairly standard stuff, and amaz- 
ingly easy to complete. 

In Beetle Challenge, the game 
has sort of a pseudo-career 
mode. You need to win every 
race, and you get money for win- 
ning. With your earnings you 
need to purchase cars in order to 
compete in higher-level races. 
Aside from the Monster truck ral- 
lies, it’s never really hard, and 
you ll never be short of cash to 
buy a new ride to compete at 
the next level of races. But should 


a game like this really be that 
hard? It’s all about fun, and 
losing isn’t fun (which makes 
the Monster races even more 
aggravating, as they are an order 
of magnitude more challenging 
than the other race types). 


Fahrvergnugen 
The game includes a generous 
assortment of cars—17 models of 
Bug-filled automotive nirvana— 
though aside from their looks, 
you d be hard pressed to tell 
most of them apart. A buggy 
handles pretty much like a bug, 
which handles pretty much like 
a Ghia, which handles pretty 
much like a Thing (though the 
Bus, it must be said, handles 
like complete crap in it’s single 
“Bonus” race). With different 
paint jobs and engine sizes, the 
game has over 50 cars in all. 

Graphically speaking, the 
cars look pretty good, with the 
requisite extra-shiny textures. 
The game unfortunately has no 
damage modeling, so they look 
pristine no matter what hell you 
put them through during the 
course of a race. The tracks look 
particularly good, with colorful 
and sharp texturing, though the 
entire game seems to be run- 
ning at some odd field of view, 
making everything appear a bit 
scrunched. Most are designed 
pretty well, with enough twists 
and turns to keep the racing 
entertaining. The game has 20 
tracks, but there are only four 
areas with different paths; 
despite this limitation, you 
don't get the sense of repetition 
you get with other games that 
do this kind of thing. 
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Now that’s some close racing. 


Unfortunately, network play 
is limited to split screen and 
IPX-based LAN, so people 
wanting to try this baby over 
the Internet can whip out that 
copy of Kali they haven’t used 
in the last four years and give it 
a whirl. 


Inexpensive, not cheap 
Though you'd never know it 
while playing it, Beetle Buggin’ 
is budgetware, costing around 
$20. Games like this and 
WizardWorks’ Dirt Track Racing 
(which we awarded “Racing 
Game of the Year” for 1999) are 
doing their part to remove the 
stigma that if a game is cheap 
that there must be something 


wrong with it. It’s part of a wel- 
come trend, at least in PC gam- 
ing, where you’re seeing more 
and more games that aren't 
necessarily enormous 

and ambitious Ha/f-Life-styled 
big-budget undertakings, being 
priced in the $20-$30 range, 
which is exactly where they 
should be. 

A simple and fun race game 
like Beetle Buggin’ amuses you 
for a few days, and after seeing 
everything you can possibly see, 
you ll put it on the shelf and 
occasionally dust it off for a bit 
more fun. It has little long-term 
value, but delivers plenty of 
short-term kicks. 

—Steve Bauman 
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bout a year ago, EA Sports and 

Stormfront Studios released a 

stinker known as NASCAR 
Revolution, and fans of the 
NASCAR racing community are stil 
to this day gasping for air. On 
paper everything sounded great— 
a NASCAR racing experience aimed 
at casual gamers who wanted to 
jump in quickly and trade paint 
with Earnhardt and not be both- 
ered with the tweaking and finesse 
required in the ultra realistic 
NASCAR offerings from Papyrus. 
Unfortunately, along the way 
NASCAR Revolution committed 
several deadly racing sins, includ- 
ing poor controls, sluggish frame 
rates, and handling physics that 
were a bit too unrealistic—even for 
casual gamers. EA Sports, in its 
ongoing pursuit to dominate every 
major professional sport on the 
planet, is back with NASCAR 2000. 
This follow-up title goes a long 
way towards fixing most of the 
major annoyances found in EA 
Sports initial effort. 

NASCAR 2000 includes 18 offi- 
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Pit crew in action, under the eyes of a watchful NASCAR official. 


NASCAR 2000 


EA finally delivers a playable NASCAR simulation 


cial NASCAR tracks from Atlanta to 
Watkins Glen, counting the ever so 
cool night races at Bristol and 
Richmond, and the twilight race 
found only at Charlotte Motor 
Speedway. Drivers include last 
year's series champion Dale 
Jarrett, rookie of the year Tony 
Stewart, father and son Dale 
Earnhardt and Dale Earnhardt Jr., 
Jeff Gordon, Mark Martin, brothers 
Bobby and Terry Labonte, and the 
rest of today’s most successful dri- 
vers, combining for a total of 33 
active NASCAR participants. Past 
legends Richard Petty, Cale 
Yarborough, Davey and Bobby 
Allison, David Pearson, Benny 
Parsons, and Alan Kulwicki are 
also included for history buffs that 
would like to challenge champions 
from NASCARs’ glory days. 
Gameplay selections include a 
Quick Race mode that randomly 
picks a track and driver, plopping 
you right in the middle of the field 
at the start of a race. Sounds easy 
enough, but you are stuck with 
default setups for your car (you 
skip the options of entering the 
garage or any qualifying rounds). 
As with all races in NASCAR 2000, 
you begin with a flying start. It’s 
essential to be prepared for this as 
you go from blank screen as track 
data loads, to 100 miles per hour 
in an instant. It’s a bit unsettling 
to begin a race surrounded by 
several tons of metal hurtling 
down the front straight at triple 
digit speeds. We much prefer the 
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Great graphics and sound, easy to 
jump in and race. 
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Tony enters NASCAR’s newest 
challenge, the obstacle course. 


options found in Papyrus’ NASCAR 
Racing 3 of starting from a dead 
stop, or the traditional pageantry 
of pace laps. 

Single Player mode is where 
NASCAR 2000 opens up an abun- 
dance of options. Single Race 
Weekend allows you to select your 
car/driver and track of choice. 
You then begin a Full Race 
Weekend that starts off with prac- 
tice, first round qualifying, sec- 
ond practice, second round quali-_ | 
fying, Happy Hour, and finally the | 
race itself. If you qualify in the 
top 25 in the first round of quali- | 
fying, you earn yourself a position | 
in the starting lineup on raceday | 
and you can skip the remaining 
rounds and jump straight into a 
race. You can also opt to use the 
remaining rounds for fine-tuning | 
your car to perfection. 

Championship Season allows 
you to participate in a full blown 
points race following the Official 
NASCAR 2000, 28 race season 
(Daytona is not included, as Sega 
still owns exclusive rights), or 
select from one of several other 
Track Packs including Half Season, 
Speedways, Short Tracks, Road 
Courses, or Custom. NASCAR 2000 
also includes five fantasy road 
courses that add depth anda 
quick diversion when you're tired 
of racing around in circles. 


Sights and sounds 
Garage options include the usual 
setups such as wedge, rear spoiler 


Guess | spoke too soon. 


angle, tire pressure, shock stiff- 
ness, weight bias distribution, 
gear ratio, wheel camber, fuel 
amount, and steering lock. Unlike 
NASCAR Revolution, tweaking 
your car in the garage now has 
noticeable, and plausible effects 
back out on the track. The includ- 
ed manual contains detailed 
explanations covering each 
garage setup option, extensive 
tips, and several cause versus 
effect tutorials. 

NASCAR 2000's visuals are a 
step in the right direction when 
compared to NASCAR Revolution, 
but the minimum requirements 
listed on the box are still way out 
of touch with reality. Ona 
P3/500MHz with a 32MB graphics 
card the frame rate was accept- 
able at 1024x768 resolution with 
all the detail settings cranked to 
their fullest. However, from the 
cockpit view the frame rate gets 
choppy on smaller tracks like 
Bristol and Martinsville, or where 
traffic congestion is present. A 
surreal effect takes over where the 
cars and track surface pass by 
fluently, while the grandstands 
and infield move along at a 
noticeably slower pace. Turning 
off the mirror helps reduce this 
anomaly, while selecting any 
view outside the cockpit results in 
smoother overall frame rates. Car 
textures and track environments 
are extremely detailed. Real time 
lighting and shadowing are also 
incredibly realistic. Watching 
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The “Intimidator” proves that three’s company. 


shadows cast from your “A” and 
“B” pillars pass smoothly over 
your dashboard is a brilliant 
effect. Smoke effects are accept- 
able but not up to NASCAR 3’s 
fantastic implementation of tire 
smoke. Damage modeling is 
another graphical high point with 
multiple damage skins for each 
portion of the car. Whether it’s 
simply a donut from side to side 
contact with a competitor's tire or 
dents from our country’s newest 
contact sport, NASCAR 2000 has 
it modeled. 

EA Sports has implemented 
Staccato Systems sound engine for 
modeling authentic NASCAR 
engine sounds, crash sounds, and 
skids that track all four tires. 
Whatever Staccato Systems sound 
engine is, it does an excellent job 
of recreating 750+ horsepower 
NASCAR engines, whether loping 
along at idle in the pit, partial 
throttle through a turn or pedal to 
the medal down the front straight, 
it delivers an auditory treat. Crash 
sound effects deliver a believable 
impact and skids are properly 
cued and accurately positioned. 
Hurtling down the front stretch 
near the wall produces a fantastic 
“whoosh” that all future racing 
games should emulate. 

Benny Parsons and Bob Jenkins 
return from NASCAR Revolution 
providing commentary through- 
out the races. Even though they 
have more dialog this time out, 
they still become repetitive after 
several laps. Fortunately, you 
have the option of turning them 
off. The spotter offers advice that 
can be—spotty. Several times our 
spotter announced ‘Car Low” 
after contact had occurred, or 
“Car High” as we completed a 
pass and were already several car 
lengths ahead. Overall though, 
his advice was accurate. Your 


crew Chief is relegated to blurting 
out recommendations such as 
when to pit for fuel, or to merely 
offering encouragement. 

NASCAR 2000 supports a wide 
range of input devices from game 
pads to force feedback wheels. 
Force feedback is nothing spectac- 
ular, and we turned it off to 
improve steering control. 
Multiplayer includes support for 
two player serial connection, up to 
eight on a LAN (IPX), and Internet 
TCP/IP for up to four players. 


Realism Alert 
Stellar graphics and the latest 
NASCAR license will not produce 
a winning combination if the 
gameplay takes a back seat. Out 
on the track the first indication 
that someone has thrown ina 
monkey wrench is when you 
qualify with a time that beats 
the previous real life track 
record. Wow—all of that racing 
on the PC has prepared us for 
this moment. We're awesome! 
Hold on a minute—18 other dri- 
vers also bested the track record, 
while ten more even surpassed 
the record-setting qualifying 
run. This may be due to tracks 
modeled smaller than their real 
world counterparts, or because 
you have more grip than is 
physically possible with today’s 
modern NASCAR technology. 
While the handling physics are 
tuned towards the arcade side of 
the equation, damage physics are 
unashamedly arcade action all the 
way. One memorable incident had 
us squeezed up against the wall at 
Michigan around 160 miles per 
hour, soon all we saw out of our 
windshield was clear blue sky. (A 
beautifully textured, scrolling sky | 
might add.) When we finally 
touched back down to earth the 
only damage sustained was tire 


damage. Even though the body 
was heavily crumpled, a quick pit 
stop and four new tires later we 
were back out on the track hitting 
the same top speed. 

The computer Al, depending 
on your mood and the track, can 
be hilarious, frustrating, or chal- 
lenging. On the tight, short tracks 
you will be exposed to some of 
the most illogical, erratic com- 
puter Al ever seen in a racing 
title. Racing at Bristol, for exam- 
ple, can be extremely challenging 
right up until the first accident 
occurs, and depending on how 
many cars are involved, may turn 
into a chaotic, unconceivable 
demolition derby. This is where 
you either pull your hair out, or 
laugh your ass off. Cars literally 
scatter all over the track attempt- 
ing to avoid a collision, creating 
additional pileups, only to crash 
into each other yet again as they 
attempt to enter pit lane for 
repairs. Kamikaze racers have 
been spotted leaving pit lane and 
bee-lining it straight toward the 


[below] Excuse me. Is this a parking 
lot? I’m looking for pit lane! 
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outside wall. Be afraid, very 
afraid. After surviving 50 laps at 
Bristol, only seven cars were left 
in the race. The remaining 24 cars 
were either out of the race and 
parked properly in their pit stalls, 
or attempting to drive through 
impenetrable concrete barriers. 
Thankfully, Al on the larger 
speedways and super speedways 
is far more intelligent, most likely 
due to fact that the cars are 
spread out. 

While there is certainly enough 
to complain about, NASCAR 2000 
fixed most of what was horribly 
broken in the original. 
Unfortunately, it’s still not 
enough to challenge Papyrus for 
the NASCAR crown. With relaxed 
handling and damage physics, 
gamers serious about authentic 
racing simulations should look 
the other way. Casual gamers 
looking to join the NASCAR expe- 
rience and not worry about steep 
learning curves will find plenty 
to like. 

—Michael Hicks 


The champion poses for a screen- 
shot. Thanks Dale. 
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Evict Us 


In the fell clutch of 
circumstance 
| have not winced nor 
cried aloud, 
Under the bludgeonings 
of chance 
My head is bloody, 
but unbowed. 
— Excerpt from “Invictus” 
by William Earnest Henley. 


enley’s four-stanza poem 

was cited as inspiration for 

Invictus—In the Shadow of 
Olympus. Add in a healthy dose of 
mythic heroes and a smattering of 
ancient Greek gods, toss in some 
fantastic critters and the ambi- 
ence is set. For a story line, an 
epic struggle between gods—in 
this case Poseidon and Athena— 
will do nicely. Unfortunately, the 
folks at Quicksilver Software took 
the “bludgeonings of chance” a 
bit too much to heart, finishing 
with an inconsistent product sure 
to have players wincing, if not 
crying aloud. 

Invictus contains a single, lin- 
ear campaign. Each battle must 
be completed to satisfaction 
before the next scenario can be 
played. Beginning with two 
heroes from the likes of Hercules, 
Orion, or Perseus; a couple of 
lesser recruits complete the initial 
war party. While monsters such as 
the Minotaur, Gorgon, and ever- 
fearsome Black Bear retain their 
descriptive monikers, human 
troops are all named, encourag- 
ing greater attachment with every 
member of the party. 

As the campaign wears on, 
heroes gain experience points for 
completing missions. All missions 
have a single primary goal, and 
some may have secondary goals 
as well. On rare occasions, a sce- 
nario may be completed with no 
advancement at all. Saving the 
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village, for example, may be a 
notable accomplishment; but not 
if its inhabitants are stacked like 
cordwood at Poseidon’s alter. 
Heroes may advance to level 20, 
while other units may be upgrad- 
ed to level five in the three cate- 
gories of offense, defense and 
speed/health. Upgrades apply to 
all units of a given type—for 
example, upgrading swordsmen 
to level 3 attack affects all 
swordsmen for the remainder of 
the game. Troops not only cost 
money to recruit, but each one 
counts against a pool of com- 
mand points. You may experi- 
ment with quantity over quality, 
but overall troop numbers are 
kept low using this mechanism. 
Heroes are hands-on members 
of the war party. Each has its own 
personality borrowed from history 
or mythology. Speedy Atalanta 
makes a great scout. Hercules can 
stun opponents. Electra fires 
lightning bolts and increases the 
perception of those around her. 
Each hero also possesses a special 
appeal to the gods that can be 
used if sufficient “God Points” are 
available. These are fairly impres- 
sive—Cadmus of Thebes can sum- 
mon skeletons to his aid, Orion | 
can summon a rain of arrows, and ! 
Icarus can spawn tornadoes. With | 
those wacky gods being what they | 
are, though, sometimes the spe- i! 
I 


cial appeals can have a counter- 
productive effect. Hercules’ earth- 
quake, for instance, can kill 
everyone in your war party in 
addition to the enemy. Whoops. 
Technically, Invictus shows 
signs of being outdated yet 
rushed out the door. 640x480 
graphics are underwhelming, 
especially compared with other 
contemporary titles that use 
accelerated 3D. An idiotic Al often 
leaves party members motionless 
in the center of a melee. Clicking 
on an enemy unit summons all 
selected units to attack, but once 
the target is dead or incapacitat- 
ed, those units often just stop. 
This is really annoying if a gorgon 
is in the group, as it stones the 
target, releasing it from being the 
object of the attack. On the plus 


Classic Greek Gods and Heroes. 


One raider (top) is stoned while the other is being swarmed upon. 


information and instruction. 
Scenarios, in particular, dis- 
play a lack of balance. Many are 
nothing more than simple search- 
and-destroy missions, offering 
little challenge at all. Others must 
be played over and over to first 
identify what and where the 
objective is, then accomplish it 
within the parameters of the sce- 
nario. For example, one involves 
saving some gorgons from a 
group of raiders. Although the 
gods have informed you the gor- 
gons are not to be served at the 
evening's dinner festival, your 
blissful little pinheads will com- 
mence to making snake puree the 
instant their attention is diverted 
from the raiders. Again, whoops. 


Multiplayer is an add-on 
affair, taking place on special 
maps. A cooperative multiplayer 
campaign, with each player con- 
trolling a hero and attendant 
army, would have been welcome 
feature. Many of the scenarios, in 
fact, would be ideally suited to 
this manner of play. 

In the end, it’s the sum of the 
little things that doom /nvictus. 
Lacking an immersive storyline or 
robust role-playing model to beef 
up tepid RTS game play, /nvictus 
offers little incentive to see what 
challenge the next scenario may 
bring. After playing the same 
battle a dozen times or more, a 
bloodied head might prove a 
welcome relief. —/eff Vitous 
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“The mission design is horrible. | timed mission 4, and it usually failed 
within 1 minute and 30 seconds after it starts. So | had to keep replaying 
the mission over and over until | found the objective before it ended.” 


—David Hunt 
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With the likes of Black Bears and Huns, Greek Mythology must not have proved 
adequate for populating the world of Invictus. 


side, the game manual is packed 
with more than 60 pages of useful 
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Superbike 2000 


As real as it gets without the annoying road rash 


uperbike 2000 is the follow- 

up title to the critically 

acclaimed Superbike World 
Championship. While the gaming 
press rallied around Superbike 
World Championship, the 
American buying public collec- 
tively overlooked the title. Poor 
Sales in the States didn’t stop EA 
Sports and Italian developer 
Milestone from producing a 
sequel, giving everyone who 
passed it over a second chance at 
experiencing the pure adrenaline 
rush associated with this outstand- 
ing motorcycle racing simulation. 

Superbike 2000 includes the 

1999 SBK Superbike World 
Championship season with new 
Stats, bikes, riders, teams and cir- 
cuits. The addition of the 
Nurburgring circuit brings the 
track total to 13. Other tracks 
include Sugo, Brands Hatch, 
Hockenheim, Assen, Al Ring, 
Phillip Island, Monza, Albacete, 
Laguna Seca, Donington, Kyalami 
and Misano. Bike choices include 
the Ducati 996 SPS, Honda RC45, 


Suzuki GSX-R750, Kawasaki ZX- 
7RR, and Yamaha YZF R7. New this 
year is the Aprilia RSV 1000. 

Gameplay includes all the 
expected choices prevalent in 
today’s racing simulations. Quick 
Start brings you directly into a race 
with a couple of mouse clicks. The 
game loads your default settings 
including bike, laps, circuit, weath- 
er, realism, etc. There is a penalty 
involved, as your starting position 
will be at the back of the pack as 
practice and qualifying rounds are 
eliminated. A small price to pay for 
an immediate racing fix as weaving 
your way towards the front of the 
pack is very rewarding. 

The Single Race option consists 
of a race weekend, while the 
Championship allows you to par- 
ticipate in the full Championship 
Season, spanning all 13 circuits. 
Either way you begin with one 
hour of free practice (real time), 
allowing you time to familiarize 
yourself with the circuit and to 
tweak your bike setup in the pit 
facility. Setup options include 
Steering Geometry (Rake & Trail), 
Suspension Settings (Spring 
Preload, Stiffness, Compression & 
Rebound Damping). Transmission 

| Settings include adjustment for 

' individual gear ratios and the final 

| drive ratio. Tire Setup includes five 
different compounds, which may 
be independently configured for 

| the front or back. When you're 

done tweaking your setup, it’s off 

to qualifying rounds. It’s here in 
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An unscheduled rider’s meeting 
gets ugly at Laguna Seca. 


[left] Fans see an RC45—promoters 
see a rolling billboard. 


Brands Hatch suffering from El Nino. 


Babes and Booze. Now you know 
why we race bikes. 


the Single Race mode where you 
should spend many hours perfect- 
ing your bike setup, enjoying lap 
after lap on the breathtaking cir- 
cuits while attempting to shave 
precious seconds off lap times. 
The graphics in Superbike World 
Championship were often referred 
to as “photo realistic.” 
Surprisingly, the graphics engine 
in Superbike 2000 is much better, 
adding crisper textures to the 
bikes, riders and tracks. Avoiding 
the jaw dropping and eye popping 
cliches, let's just say that Superbike 
2000 boasts the most realistically 
rendered environments of any rac- 
ing simulation. Ra/ly Championship 
is the only title that can match its 
attention to detailed, real-world 
locations. Draw-in and pop up are 
non-existent, the sense of speed 
can be terrifying while frame rates 
remain as fluid as Carl Fogarty at 
Monza. Spectacular graphics how- 
ever, will not make or break a rac- 
ing simulation the way poorly 
implemented handling physics can 
keep it from ever leaving pit road. 
Thankfully, Milestone has assem- 
bled such an incredibly believable 
physics model that they should be 
considered the Papyrus of two- 
wheeled racing simulations. In the 
full-blown Realism Mode you can 
feel the chassis shudder at insanely 
high speeds, feel the front end 
wobble as you guide these rockets 
through tight corners. Going into 


the pits to refine your setup results 
in effects that are instantly notice- 
able out on the track. Thankfully, 
numerous difficulty settings and 
rider assists keep Superbike 2000 
approachable for those who feel 
the title may be too challenging. 
The Al of the CPU riders is compe- 
tent although it stumbles a bit 
during crashes. Computer riders 
will forcefully push their way 
through a collision instead of 
avoiding it. It’s a small blemish in 
a very polished offering. 

In-game sounds have not been 
overlooked as each bike has its sig- 
nature sound characteristic faithful- 
ly recreated. Most obvious are the 
Duck and Aprilia with their throaty, 
V-Twin, low octave business-like 
growl, sounding like they are doing 
much less work than their high 
revving, Japanese counterparts. 

If you're a fan of ultra realistic 
racing titles, Superbike 2000 
should fit your simulation needs. If 
you prefer an arcade experience 
like Redline Racer, Superbike 2000 
will still win you over with its 
varying levels of difficulty. If you 
happen to be one of those few who 
purchased Superbike World 
Championship, then you will be 
instantly familiar with what this 
title has to offer. For those of you 

planning to jump into the world of 
| Superbike racing—be prepared for 

an entirely new, mind-blowing 
experience. —Michael Hicks 
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icrosoft Baseball 2001 is not a 

bad game; it’s just not an 

entirely exciting one. It’s 
frustrating that the series has been 
around for four years now and the 
gameplay remains virtually 
unchanged. If you played 
Microsoft Baseball 2000 you know 
precisely what to expect from the 
gameplay in the latest version. The 
only areas that have been notice- 
ably improved upon are the 
increase in throwing errors and the 
fact that CPU pitchers now give up 
walks at a much more realistic 
pace. (Player-controlled pitchers 
still have tremendous accuracy, 
however.) But that’s about it. 

The same old pitcher/batter 
interface remains intact—right 
down to the cursor that shows 
where a pitched ball is heading. 
(You can disable the cursor but this 
makes hitting nearly impossible. ) 
It's terribly difficult to see the ball 
once it is pitched so the cursor 
becomes a necessity, but it also 
Strips away the drama of the pitch- 
er batter confrontation. The same 
old bizarre camera angles also 
remain intact. If the CPU hits a hot 
shot to the left side of the infield 
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Still in the minor leagues 


the game snaps the camera, at 
times, in a position that makes it 
extremely hard to react in time to 
have a shot at making the grab. 
Even on what should be routine 
ground balls this happens too 
often. The best option is to acti- 
vate auto-fielding and be done 
with it. Speed issues still plague 
the game. This has been a problem 
since Microsoft Baseball 3D. 
Outfielders have virtual cannons 
for arms and runners refuse to 
slide. This makes getting a double, 
even on balls that roll to the wall, a 
lot tougher than it should be. Don’t 
even think about scoring on a base 
hit with a man on second base— 
even with two outs the CPU base 
runners do not run when the ball is 
hit. This is a base-to-base kind of 
game and it’s been this way since 
the inception of the series. 

The gameplay does have its 
pluses. Microsoft Baseball's 
physics engine is more realistic 
than any other arcade baseball 
game on the market today. The 
gameplay doesn’t feel scripted 
and it helps in luring you back to 
play one more game—the variety 
helps a lot. The graphics are also 
of high quality. While the batting 
animation looks a bit silly, the rest 
of the visuals are believable (espe- 
cially the stadiums). The sound 
quality and play-by-play is also 
top-notch. While the play-by-play 
gets a bit repetitive there is 
enough variety to keep it fresh. 

What saves the game from 
being a real bust is the inclusion of 
the Baseball Mogul! career play 
and financial system. While the 


Nice stadium graphics, Mogul finances 
are fun, good physics. 


double. You would be wrong. 
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career options in Microsoft 
Baseball 2001 are a bit thin, it does 
add replay value to what would 
otherwise be a stale game. Each 
team has a bankroll based on their 
real-life market value. (The 
Yankees have more cash than the 
Twins.) As General Manager you 
must decide who to sign, who to 
release, which minor leaguer to 
bring up, etc. 

The problem is that Microsoft 
Baseball 2001 uses about 50 per- 
cent of what Baseball Mogul! offers 
and fails to improve upon what it 
does not. There are no player 
injuries, no “newspaper” (one of 
the best features in Basebal/ 
Mogul), no league news screen— 
we have no way of knowing who 
signed where or who was 
released/traded, and the game 
fails to save statistics for more 
than two seasons. For example, 
after the 2001 season, the stats 
from 1999 are erased forever—all 
we get are Career stats and stats 
from the previous year. The minor 
leaque system is also a bit strange. 
We started our season with 
Cincinnati and had a grand total 
of seven minor league players— 


[left] Who’s up? Who’s pitching? Worse still, after you select the swing type, the 
count and number of outs vanish as well. 
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Gameplay is virtually unchanged from 
last year, GM portion is missing sever- 
al features. 
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[above] You would think that a shot like this to the gap would be a stand up 


[right] No one wants to sign Tony Gwynn in the year 2001? 
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four position players za three 
pitchers. Compare this to what you 
get in High Heat Baseball (full A, 
AA, and AAA rosters) and 
Microsoft's effort looks all the 
more plain. 

There are other problems and 
missing features. There is almost 
no multiplayer support of any 
kind. Even if you want to play ina 
league with friends at the same 
machine, you are out of luck. You 
can play games against a friend 
on the same PC, but that’s the 
extent of it. There is no manage- 
only mode. This wouldn't be a 
problem if it were not for the 
addition of the Mogul engine. 
Many of those that play and love 
Baseball Mogul also love to play 
the role of virtual manager and 
not necessarily want to control the 
action with a gamepad. 

Microsoft is becoming a force in 
the world of PC sports gaming. With 
the release of NFL Fever, NBA Inside 
Drive, Links, and International 
Soccer, the company has a solid 
foundation based around quality 
sports titles. Unfortunately, 
Microsoft Baseball 2001 is not one 
of them. —William Abner 
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Gotta Match ‘em All 


t’s almost silly to describe, this 
: game of Shanghai. See Dick 
match tiles. Match, Dick, match. 
Repeat, Dick, repeat. Yet, despite 
its almost inane simplicity, it cap- 
tures the attention span of millions 
of casual gamers. Shanghai: 
Second Dynasty realizes this, and 
exorcises every possible excuse to 
resist the temptation to play. With 
its veritable army of tile sets, game 
types, house rules and eye-pleas- 
ing rewards, it promises to attract 
Shanghai addicts of every age, 
from children to adults to 
“advanced children with wrinkles.” 
Included in the queue of tile 
sets are themes composed of 
national flags, ghouls and mon- 
sters, fantasy medieval, outer 
space, dinosaurs and slight cultur- 
al variations of the authentic Mah- 
jongg tile set. Industrious players 
may create and import their own 
custom tile sets as well. Even bet- 
ter, folks who master the original 
sixty tile layouts (divided across 
four difficulty levels) can infinitely 
extend the game using a simple 
yet powerful layout designer tool. 
Tiles aren't content to simply dis- 
appear or dissolve when matched 
with their twin brethren. Instead, 
colorful, dazzling, over-the-top 
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animations appropriate to the 
matched tiles blanket the screen. 
During matches, eerily calm musi- 
cal compositions linger their way 
to your ears, replaced by more 
jubilant ditties only when true vic- 
tory is achieved. 

Well beyond just a facelift of 
Shanghai, this game sports several 
unique and well-designed gaming 
challenges, offering tremendous 
variety and longevity. Two-Player 
pits players against each other ina 
turn based “death match” (in per- 
haps the most legitimate sense of 
the term). Windstorm shifts the 
direction of the theoretical winds, 
giving periodic windows of oppor- 
tunity during play for some cre- 
ative matching techniques. 

Trading in timeless serenity for 
chronological enmity, Arcade mode 
introduces the element of an unstop- 
pable timer ticking down to zero. 
Players match tiles to add precious 
seconds back onto their remaining 
time. With its competitive arena of 
four human or computer players, 
Dynasty mode equips players with 
simple layouts and power tiles, which 
when matched cause unpredictable 
anomalies to strike opponents (for 
example, mouse movement gets 
reversed, tiles disappear for several 
seconds, prior matches appear back 
on the table, etc.) 

Pandemonium is exactly that: 
every player on the same tile set 
scrambling for matches against 
each other. All these creative twists 
make it instantly easy to discern 
how much careful attention and 
obvious thought went into the con- 
siderable array of improvements in 
Shanghai: Second Dynasty. 

Tucked away without fanfare in 


Thick tiles sometimes obscure view of 
other tiles. 


Unbelievably complete package of 
Shanghai, with fresh new variations. 


[left] Glorious artwork like this fantasy theme adds spice to every match. 


[middle] What could be more obvious than adding the essence of soccer(?) to 
Shanghai? 


[right] Hook ‘em while they’re young. Learning the alphabet was never this fun 
before. 


Dynasty 
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“They do a decent job in Hoyle but | like the greater variety of variants 
in Activision’s Shanghai: Second Dynasty.” 


the menus is an option to force 
every tile arrangement to be 
winnable. One of the more deflat- 
ing aspects of most versions of 
Shanghai is the ever-present pos- 
sibility that a match is impossible 
to beat from the outset. This subtle 
feature makes every match worth 
playing and adds confidence that 
a solution truly does exist. 

Perhaps the greatest stroke of 
genius is the inclusion of tile sets 
specifically designed for kids. 
While enjoying the simple, addic- 
tive fun of Shanghai, children are 
transparently learning letter 
recognition, numbers, zoology, 
astronomy, spelling and other 
beginning studies. When a kid- 
specific match is won, delightfully 
playful music erupts, a family ori- 
ented scene fades into view, anda 
fortune cookie tells an innocuous 
riddle to reward children for their 
perseverance and skill. 

A robust framework for 
authentic Mah-jongg proves its 
inclusion was no mere after- 
thought. While equally proficient 
as a beginning tutor, an advanced 
mentor, and finally a champi- 
onship trainer, the broad 
allowances for cultural variations 
promise to expose players to many 
different styles of Mah-jongg as 
it's played across the entire globe. 

Though it’s hard to find a single 
blemish that could remotely tear 
gamers away from the treasure that 
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As the winds blow, the direction of 
matching oscillates between 
North/South and East/West. 


is Shanghai: Second Dynasty, a tiny 
nit-pick deserves mention. The 
thickness of an individual tile (more 
so than in Sierra’s competing Hoyle 
Board Games) obscures tiles to its 
right on a lower tier. Determining 
what the obscured tiles are requires 
a right click on the blocked tiles or 
“advanced probability prediction 
certification” (i.e. guesswork). The 
problem amplifies during competi- 
tive and timed games, when every 
distraction and barrier to expedi- 
ent matching becomes a signifi- 
cant annoyance. 

Shanghai: Second Dynasty may 
very well be the first “dynasty” ever 
established after only two genera- 
tions. Few packages come close to 
the utter completeness and provi- 
sion for just about everyone as this 
one does. With no major shortcom- 
ings to speak of in its quality and 
entertainment value, Shanghai: 
Second Dynasty proves undoubted- 
ly that “if at first you succeed, try, 
try again.” —Anne Royal 
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Cute storyline and some interesting 


Platform-jumping can be a bit finicky; 
gameplay. 


checkpoint save game feature makes 
retracing your steps all too common. 
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[left] One of many Dantinis who will stand in Croc’s way. 


[above] Taking a hard corner in the mine car. 
[right] Croc must rescue several of his Gobbo friends using a hang glider. 


[below] Croc gets to test his CART skills. 


He’s the cold-blooded hero with a warm heart 


Il was well on Gobbo Island. It 

had been some time since Croc 

defeated Baron Dante and 
freed King Rufus, and life for the 
Cobbos was good again. 
Unfortunately, not far away, the 
evil followers of the Baron—the 
Dantinis—have been plotting the 
return of their leader. One day 
while playing on the beach, Croc 
discovers a bottle washed up on the 
shore. Inside is a message contain- 
ing a baby crocodile footprint and 
a letter detailing a search for a long 
lost son. Upon reading the message 
King Rufus, who had adopted and 
raised Croc (presumably the son in 
question) from a baby, decided it 
was time for Croc to visit the far 
away Cobbo mainland where other 
Cobbos might be able to help him 
find his parents. The Gobbos build 
a huge seesaw capable of pro- 
pelling Croc all the way to the 
Gobbo mainland to begin his 
search. Weird? Just a little. 

Croc 2 is the follow-up to Fox 
Interactive's Croc: Legend of the 
Gobbos. Boasting 3D-enhanced 
graphics and some new moves, 
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Croc is back in action, battling the 
Dantinis in defense of his beloved 
Gobbos (who resemble tribbles 
with eyes, arms and legs). Croc 2 
takes place in the lands of four 
separate Gobbo tribes: The Sailor 
Tribe, The Cossack Tribe, the 
Prehistoric Tribe and the Inca 
Tribe. Croc begins his journey with 
the Sailor Tribe, and must com- 
plete several tasks needed of the 
Sailor Gobbos before gaining 
access to the next Tribe’s location. 
As you explore each land you 
will encounter Gobbos who are 
having problems of one kind or 
another with either the Dantinis or 
some other beast of the land. It is 
Croc’s responsibility (with your 
assistance, of course) to rectify 
these problems, ranging from the 
recovery of certain items to the 
recovery of kidnapped Gobbos. In 
the process you must utilize sever- 
al standard skills common to plat- 
form-style games such as jump- 
ing, climbing, swimming, travers- 
ing hand-over-hand along mon- 
key bars, and fighting with spin- 
ning tail and stomp attacks. Along 
the way you will have the oppor- 
tunity to utilize various vehicles, 
such as a boat, a racecar, a hang 
glider, a mine cart, and a hot air 
balloon. At one point you must 
navigate a series of narrow, sus- 
pended paths while standing on a 
giant snowball. You will have to 
visit Swap Meet Pete’s shack 
(found on each level) to obtain all 
the items that necessary to com- 


plete your tasks. You pay for these 
items with crystals that Croc finds 
along the way. 

The items that you can buy are 
as quirky as the rest of the game. 
Gummi Savera jumps come in 
three “flavors,” each with a unique 
jump characteristic. You will run 
across symbols on the ground 
indicating which jump is needed 
in order to reach “hidden” ledges, 
or areas needed to continue on in 
the level. Also available are 
Clockwork Gobbos, a windup 
robot that, when activated over 
specific symbols on the ground, 
can be controlled for short periods 
of time in special areas to pickup 
extra crystals. Control is 
gamepad-centric, but the game 
also supports fully programmable 
keyboard commands. One inter- 
esting feature is “OmniPlay,” 
which allows more than one player 
to control Croc’s functions. This is 
a great way to introduce younger 
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players to gaming without throw- 
ing everything at them at once. 

Everything takes place in bright 
and vivid colors. The various maps 
range from mines to jungles to the 
icy wonderlands of the Cossack 
Tribe. The graphics are nice, though 
a bit dated, and not nearly as 
impressive as the visuals in Rayman 
2: The Great Escape. The game does 
offer an impressive variety of 
options for tweaking how the 
graphics are displayed on your sys- 
tem, ranging from the standard 
(hardware versus software render- 
ing) to an option that allows you to 
set drawing distance and translu- 
cent effects. The music is entertain- 
ing and does not become irritat- 
ingly repetitive (a common flaw in 
console-style games). 

The gameplay is diverse, rang- 
ing from fairly simple racing tasks 
to some fairly elaborate (if not a 
bit too stringent) platform jump- 
ing. As with many 3D platform 
games, the lack of depth percep- 
tion in certain levels can lead to 
some frustrating failures. Add to 
that the dreaded checkpoint save 
game feature, and you can find 
yourself retracing many, many 
steps with one misguided jump. 

With its cute storyline, Croc 2 is 
an entertaining but fairly unre- 
markable romp, especially suited 
for the younger gamer in the 
family. —Alan Lackey 
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A True Hunting Simulation Emerges 


hen Deer Hunter was first 
Were: many gamers 
snickered a lot, but those of 

us interested in the idea of a hunt- 
ing game gnashed our teeth—the 
game was neither a good game 
nor a good recreation of hunting. 
However, the rest of gamingdom 
started gnashing its teeth, too, as 
hunting game sales took off, prov- 
ing to them that those of us who 
like the idea of such games aren't 
alone. Deer Hunter I/ was a vast 
improvement over the original, at 
least on the technological side, but 
still wasn't the grail. It looks, 
though, like the old cliché holds 
true, for Deer Hunter III really is a 
charm... at least for those of use 
who are interested in such games. 

The Gold version adds an extra 
hunting region (Wisconsin), a 
couple of pieces of new equip- 
ment, a new rifle (7mm Mag), a 
map editor, and the ability to 
“play the deer” in multiplayer, but 
is otherwise identical to regular 
Deer Hunter III. Most of this review 
will apply to either version. 

The first thing that strikes you is 
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the seriousness with which develop- 
er Sunstorm treats deer hunting. 
From the need to sight in your gun, 
to the no-nonsense interface, to 
the detailed environments, to the 
density of animals, Deer Hunter /I/ 
may be the first hunting game that 
can be taken seriously as a simula- 
tion of hunting instead of just a 
hunting-themed action game. This 
means, though, that it’s really only 
for people looking for a realistic 
game—if you ‘re wanting to jump 
into a game that will let you blast 
monster bucks within a minute or 
two of starting, this isn't the game 
for you. Whether you can take the 
game seriously as a game really 
depends on your attitude towards 
such games, and even your 
mood—patience and planning are 
definitely watchwords here, and if 
that’s not what you want you'd 
best give this one a pass. 

As with Deer Hunter II, the maps 
are very large—you won't easily hit 
boundaries here (they’ve even 
added vehicles like trucks, ATVs, 
boats, and snow mobiles to help 
you get around, although such 
transportation can scare off deer). 
The included areas, Utah, Missouri, 
and Wisconsin (Gold only) are all 
well done, with Wisconsin being the 
best of the bunch and the closest to 
“real life” (especially the areas set 
in Northern Wisconsin). 
Unfortunately, the excellent Pacific 
Northwest maps of Deer Hunter // 
didn't get included, although you 
might be able to use the map editor 


Perhaps the best deer hunting simulation 
yet—not for the arcade hunter 
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Deer Hunter 3 Gold 


(Gold) to make your own (note: the 
map editor is not supported by 
WizardWorks, so use at your own 
risk). The graphics might not be 
quite on par with Unrea/ 
Tournament or Quake III, but given 
that the game’s modeling huge 
outdoor areas (try that, first-person 
shooter), the difference in quality is 
understandable. The engine is very 
adjustable to a range of hardware 
and video cards; at the low-end 
(640x400 with detail turned 
down) the view is decent, but at 
higher resolutions and with more 
detail the environments really 
begin to look nice. If you sit still 
and watch, you'll see bushes wave 
in the wind (realistically discon- 
certing for the hyper-alert hunter), 
you might see leaves fluttering 
through the air, you might even 
spot a dragonfly or a fish (oddly, 
small animals and birds didn’t 
appear during testing, although 
you can certainly hear them). 
While the environmental 
improvements are nice enough, 
what really makes the game is the 
hunting system. You're now given 
a very complete simulation of a 
hunting season: you can scout the 
land in pre-season (even planting 
seed throughout the spring and 
summer that will later grow into 
crops that will attract deer), par- 
ticipate in a number of different 
seasons (bow only, open season, 
etc) depending on the area you’re 
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Definitely an “in the mood” game, occasional 
graphics glitches, not for the arcade hunter 


haps the best yet seen in a hunting 
game—no pixelation, but targets at a 


distance can be appropriately indistinct. 
[above left] The vistas can look quite nice 


indeed. 


[left] The game offers plenty of naviga- 
tion aides, but you must remember to 
pack them before you leave on a hunt. 


[above] Boats help you navigate water- 


ways. (Yes, there are fish; no, you can’t 


go fishin’.) 


Oops! Yes, you can now drive vehicles 
about your hunting ground. Notice 
the graphics glitch with the trees. 


in, and adjust the equipment you 
carry between days of your hunt. 
Use a journal to keep notes on the 
best hunting spots you find, set 
up blinds or stands, change 
weapons to fit the conditions and 
season (don't forget to sight them 
in}—the detail is really amazing. 

Even better, the game is the first 
to give really serious attention to 
online play. In addition to hunting 
free-for-alls other titles have 
offered, you can now play cooper- 
atively, giving you the chance to 
work with other hunters online to 
drive deer (now if they’d only work 
that into the single player game— 
Deer Hunter Tournament, any- 
one?). The Gold version even 
allows you to play the deer in mul- 
tiplayer, something that’s not as 
silly as it might sound. 

With Deer Hunter III Gold, deer 
hunting games—no, simulations— 
have finally grown up. Sunstorm is 
going to have a hard time topping 
this one. —Scott Udell 


[far left] The view through a scope is per- 
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the red circle. 


You might not be able to see him, but there’s a great big buck in the center of 
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[right] Look through your scope, though, and all you see is brush (the buck 
should be in the crosshairs). This illustrates the game’s severely short-range view- 
ing distance for terrain objects, something carried over from Deer Hunt Challenge. 


Ultimate Hunt Challe 


Ultimately mediocre 


t may be a tired old phrase, but 

when it comes to computer 

gaming it’s oh-so-very true: 
you snooze, you lose. When EA 
Sports first released Deer Hunt 
Challenge (not that long ago!), it 
looked decent enough although it 
was severely hampered by short- 
range pop-in problems with its 
graphics engine. Since that 
release better hunting games have 
come out, in particular Deer 
Hunter //I and most particularly 
the Gold version of that game. So 
what does EA Sports do? It 
snoozes—releasing U/timate Hunt 
Challenge, a package based on 
what appears to be the same 
engine as Deer Hunt Challenge... 
and thus it loses, as that engine 
now looks awfully dated, espe- 
cially as its major problem, the 
terrain pop-in, remains. 

The package consists of three 
separate games: Deer Hunt 
Challenge Special Edition (why 
it’s a Special Edition is not really 
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obvious), Turkey Hunt Challenge, 
and Pheasant Hunt Challenge. 
These are three complete games, 
each on its own CD. Luckily, you 
can set up the install so the 
games share common data files, 
which means a full install of all 
three games and the large map 
files is only some 700+ megs 
instead of the 1.6 gig (or more) it 
could be. Unfortunately, you still 
have to have a specific game’s CD 
in the drive to run that game, the 
menus aren't integrated, and 
you'll need to configure each 
game's controls separately. 

The games follow the exact 
same format—enough so that most 
of the manual is spent describing 
Deer Hunt Challenge with only a 
page for turkey and pheasant 
hunting. From a using-the-game 
perspective this is okay, as once 
you ve learned one you'll have no 
trouble navigating the others. 
From a learning-to-hunt perspec- 
tive this means turkey and pheas- 
ant hunting get short shrift. 

Each game lets you set up a 
hunter persona to take on hunting 
trips to one of six areas or into the 
“Challenge Mode.” The latter was 
introduced in the original game, 
and consists of a series of increas- 
ingly difficult challenges. You get 
scored on how well you do, and 
must play the challenges in order. 
The situations are often contrived, 
but they do provide a “game” to 
the game. However, what seemed 


Includes a “game” mode, turkey and 
pheasant hunting now available, still 
has the best-looking brushy terrain. 


like an innovative idea in Deer 
Hunt Challenge now just seems 
tepid... but that may vary with 
your mood. 

In terms of gameplay, Deer Hunt 
Challenge Special Edition is basi- 
cally undistinguishable from its 
predecessor. Are deer less common 
than before? Perhaps—and that’s a 
good thing. Mostly, though, it’s 
the same-ol’ same-ol’. The two 
bird hunting games, though, are 
definitely different. Pheasant Hunt 
Challenge is tough—you’'ve got to 
be a very good shot to bring down 
these birds. You do have a dog to 
help, and he will sometimes point 
or flush, but mostly he just threat- 
ens to trip you up and moseys 
along obliviously as birds are 
launching themselves all around 
you. Turkey Hunt Challenge 
requires a /ot of patience—more so 
than either of the others—and 
threatens to descend into boredom 
but for the fact that you feel such a 
sense of achievement when you do 
bag a tom. 

The Internet play mode is a dis- 
appointment. First, you must use EA 
Sports’ site for any Internet games— 
there's no provision for specifying 
your own IP addresses. At the time 
of this review the site was still in 
beta test. Messages like “As a beta 
tester of our products, you will 
assist us in tuming a great product 
into an excellent one.” Great, you 
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Engine not noticeably improved, 
Internet only via a “beta” EA site. 
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brushy/field terrain. Unfortunately, 
because of the pop-in problems it’s easy 
to get lost in a field because you can’t 
see the edges once you’re more than a 
few dozen yards away from them. 


get to pay to beta test for them. We 
all know this seems to happen with 
woeful regularity in the industry, 
but how many publishers are 
cheeky enough to trumpet the fact? 
To top it off, the site is basically a 
ghost town—nothing at all com- 
pared to the numerous Deer Hunter 
[Ii hunts you can find online. 

The big problem with the series, 
though, is shared by all three 
games, and existed back with the 
original Deer Hunt Challenge: ter- 
rain objects like trees and brush 
are only visible for a very short 
distance in front of you, thus mak- 
ing for sever “pop-in.” Aside from 
the esthetics, this hurts gameplay 
quite a bit—you’re forever think- 
ing you re near the edge of the 
forest, only to have more trees pop 
up, or you're in the middle of a 
field that looks to stretch for miles 
without interruption. This makes it 
very hard to navigate by visual 
landmarks, and leads to confusion 
and/or constant use of the map. 

Whether it is on the design side 
or the corporate side (as in: 
“Shove a new product out the door 
without any major develop- 
ment.”), it’s pretty obvious EA’s 
snoozed... and thus U/timate Hunt 
Challenge loses. —Scott Udell 
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Hangsim 


Wilco Publishing finds a niche within the 
flight simulation niche 


where no dedicated flight 

simulation has gone before: 
the realm of light aviation. 
Although not completely alone in 
its depiction of light aviation (you 
can fly gliders and ultra-light air- 
craft in other popular flight simu- 
lations), Hangsim focuses com- 
pletely on the search for maximum 
glide ratio, and provides players 
with some pretty sightseeing 
opportunities as a pleasant aside. 
But even with several different air- 
craft to choose from and different 
modes of play, there just isn’t 
enough in this flight sim to keep it 
airborne for very long. 


rn angsim attempts to “fly” 


Light aviation 
The key to Hangsim is keeping 
your aircraft aloft as long as possi- 
ble. The Light and Ultra-light air- 
planes featured here have two 
means of staying airborne, thrust 
and atmospheric activity. Only two 
aircraft in the game have motors 
to provide thrust, so predominant- 
ly your success will be a result of 
your ability to identify and use the 
unstable air mass surrounding 
you. Remaining airborne in 
Hangsim requires pilots to main- 
tain the selected aircraft's best 
glide ratio while seeking out ther- 
mal activity and updrafts. While in 
the diligent pursuit of altitude, 
four types of aircraft are at the 
player's disposal; hang-gliders, 
paragliders, the glider, and the 
motorized ultralight. The hang- 
glider and paraglider types offer a 
selection of airframes, but there is 
only one glider and one motorized 
ultralight available to fly. 
Hangsim offers four different 
ways to play. Freeflight. allows 
complete freedom to choose what 
you want to fly and where you 
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want to fly it. This is where you'll 
want to start, to learn how to fly 
all the types of aircraft offered. It 
is also a good place to learn 
about the different atmospheric 
phenomenon and their affect on 
your aircraft. 

The next game option is 
Challenge. Here, pilots are 
required to fulfill a task for a final 
score. The tasks involve following 
a set of predetermined waypoints 
to a final goal. As pilots reach each 
waypoint they are awarded points, 
and maximum points are only 
awarded to those pilots skillful 
enough to fly through all the way- 
points and land at the final pre- 
pared landing site. Before flying a 
challenge, pilots must choose a 
difficulty level. Changing difficulty 
levels does not alter the flight 
dynamics of the simulation but 
rather presents new and harder 
missions with waypoints that are 
further apart and much more of a 
challenge to reach. 

Competition is the next option, 
and it is very similar to Challenge 
except now you have other pilots 
to fly against in what is basically a 
race to complete the course first. 

The final option, Just for Fun, 
mounts air-to-air rockets on your 
aircraft and allow players to shoot 
down everyone else in a “last per- 
son still flying” type of scenario. 


It’s in the details 
Hangsim delivers a convincingly 
real flight experience with its 
attractive terrain graphics. The 
mountains, lakes, roads, rivers, 
and coastlines provide enough 
detail to give sim pilots a definite 
sense of actually being up there. 
At ground level, the graphic 
splendor deteriorates rapidly, 
leaving pilots with little to help 
assess their rate of descent and 
horizontal movement along the 
ground. This is very critical during 
any attempt to make a pinpoint 
landing for maximum points. The 
weather options in the game are 
well done, but will reduce the 
frame rate dramatically if too 
much is added. 

Aircraft models are detailed and 
add to the visual impact of the 
game. The one downside here is 


with attractive terrain graphics. 
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that after a crash the aircraft does 
not break, it just bumps into the 
ground and sets off a white “fire- 
works-like” display. The pilot also 
makes a moaning sound at 
impact—just in case you didn’t see 
the ground coming up at you. 
Aircraft in Hangsim fly excep- 
tionally well. The flight environ- 
ment is unmatched in its realism. 
Mountain wave effect, offshore 
breezes, thermal activity, cloud- 
suck and just plain old “wind” are 
all here and fully adjustable. The 
only issue that may affect a play- 
er’s ability to fly any of the 
Hangsim aircraft might be the 
oversensitivity of the controls. To 
avoid frustration, pilots may want 
to spend some time on the settings 
screen readjusting their pitch con- 
trol, to dampen some of the nose 
oscillations that may occur. 


Hard landing 

Unfortunately, Hangsim’s unique- 
ness wears off too quickly. 
Gameplay becomes tedious once 
you have mastered flying one or 
two types of aircraft. The terrain 
also loses some of its splendor 
with time, which then leaves very 
little incentive to continue to 
harder challenges other than for 
bragging rights from your log- 
book. The sensitive pitch will easi- 
ly frustrate casual players. 
Arguably, Hangsim has success- 
fully captured the look and feel of 
ultra-light aviation and has trans- 
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ngly real flight experience _ at 


(Saw 


Check out those waves. Hangsim 
offers players some gorgeous views. 
Watch out for that... tree! Some 
landing areas will challenge even 
veteran sim pilots with both man- 
made and “natural” 

obstructions. 


Follow the yellow box road. 
Waypoints will appear in the form 
of spinning yellow boxes to indi- 
cate your path to the goal. 


lated it into a 2D computer screen. 
But the resulting game seems best 
suited for the hardcore civil avia- 
tion enthusiasts or the impas- 
sioned armchair aviator with the 
definite need to experience 
paragliding without any risk of 
personal injury. —David Putze 
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Upwords 


Rack ‘em and stack ‘em, computer style 


arely does a board game 

between human adversaries 

end without someone gloat- 
ing and others glaring—assum- 
ing that nobody threw the 
board across the room in the 
first place. Games like Upwords, 
pitting vocabulary vs. vocabu- 
lary, seeing who best turns per- 
spicacity and semantics into a 
soul crushingly high score, are 
known to cause lifelong rival- 
ries. So perhaps playing against 
a computer opponent could 
save some friendships. 

Unlike the other great cross- 
word-style game (Scrabble, not 
‘Smath), Upwords’ words are 
scored based on their length and 
height, not the letters they con- 
tain. This means that if some 
Poindexter puts “ketch” on the 
board, instead of making 
“sketch” or “ketchup,” youcan | 
just cover a couple letters and 
make “wrench.” Any word can be |! 
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THE GOODS 


‘RK. Hasbro Interactive 


Pentium 
90, 32MB RAM 
V R 1-4 players; 
Hotseat, modem, LAN, 


Internet 


» EVERYONE 


CONTENT RATED BY 
ESRB 


challenged, and if the challengee 
can't provide proof that their 
word is real they lose their 
points, their turn, and their sea- 
son tickets. Two points are scored 
for letters on the first level, and 
one point is scored for each time 
a tile is stacked on another, toa 
vertigo inducing max of five 
tiles. This results in some aston- 
ishing transformations of words 
between turns. With no bonus 
scoring squares to try and get to, 
games range from tight, con- 
stricted wars of elevation to 
sprawling grids that resemble 
70's wall art. 

The good news is that as a 
pure translation, Hasbro has done 
as magnificent a job as possible 
to preserve the look and feel of 
the original game. The bad news 
is that they seem to have stopped 
there. A variety of environments 
are available in which to play, 
each with a cool background 
graphic and ambient noise, just 
in case you have a hankering to 
experience trying to play in a 
noisy cafe. They missed the “high 
school” motif, with periodic calls 
of “geek!” and a random chance 
each turn that somebody will 
come kick your board over and 
tie you to something. 

In addition to the standard 
rule of engagement, there is an 
alternative—challenge Upwords. 


SIDE 


just like the board game version, 
adjustable skill levels, nice hint system, 
free e-mail version. 


[left] Maven conquering all at level 
10 (coir — the hair on a coconut). 


[above] If you can’t find any words, 
let the computer do the dirty work. 


[right] A Challenge game at a party— 
fun for all. 


Each player is assigned a color 
and the winner is whoever has 
the most tiles of their color on 
top of the word stacks. It does- 
n't sound like much, but it 
actually has a profound effect 
on strategy. You can also play 
solitaire for points, and there 
are two different board sizes 
(64 or 100 squares), but that’s 
all, folks. Compared to other 
recent board game computeri- 
zations, like Risk, this game 
looks like Ed McMahon without 
Johnny Carson—utterly uninter- 
esting unless he’s about to hand 
you a check. 

Maven, the computer oppo- 
nent, is exactly what one would 
expect: laughable at the lower 
levels and so-impossibly-good- 
it's-not-even-fun at the higher 
levels. You can also engage in 
combat over a network and the 
internet (every time we checked, 
the MSN Gaming Zone had 
between 0 and 2 players, already 
otherwise engaged) or have some 
plain old hotseat confrontations. 

For those burning to play but 
without suitably large contigu- 
ous time slices, E-Ma@il Upwords 
is included on the disk. It allows 
up to four players to play the 
classic (or two players for chal- 
lenge) game, playing their turns 
on a graphical board and pass- 
ing them along through a cen- 
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just like the board game version—but 
not much else. 


tral server. A message can be 
sent with each turn, and they’re 
almost always along the ol’, “| 
will break you on the wheel of 
my intellect” lines. It’s pretty 
slick, but we must pick the req- 
uisite nits. The central server is a 
problem. Although it provides a 
workable forum for the 
inevitable challenges, when 
Hasbro decides it’s had enough, 
tens of loyal players will be 
stranded. People who plan to 
have a number of games going 
at a time will be annoyed that 
they can’t name games. All you 
get is a message with a subject 
like “Upwords Turn #4.” You 
actually have to open the 
attachment to find out if it’s the 
game where you're reigning 
supreme over your Society pals 
or the one where you're losing to 
some wisecracking minister from 
the coast. 

Fans of the game might want 
to pick up the computer version 
just to always have an oppo- 
nent, but while the network play 
is nice, there aren't enough 
extras to really recommend this 
game. Truth be told, this 
reviewer spent far more time 
with the e-mail version, and will 
continue to do so long after the 
main version has been unin- 
stalled and forgotten. 

—Nathan Smith 


Blaze & Blade 


Striving to reenact the same battle 231 times 


arly this year, gamers who fre- 
quently peruse the software 
shops noticed a new title on 
the shelves, Blaze & Blade. Unlike 
some other new releases, it proba- 
bly wasn’t among the high profile 
titles—it was sitting off to the side 
with a $30 price tag. Although the 
low price serves as a warming, it 
also entices the cheap gamer, and 
that's obviously from whom 
SouthPeak and TEE are looking to 
make a profit. RPG gamers are 
often interested in any title that 
comes out in the genre, but this 
time we have a game that is best 
left on the shelves to collect dust. 
While the gaming industry 
grows, an increasing number of 
titles are uninspired garbage; 
Blaze & Blade fits into this category 
perfectly. As far as the story 
goes... well, there isn’t one, really. 
In fact, the plot is so completely 
nonexistent that you would prob- 
ably burst out in laughter if you 
saw the two-sentence romantic 
interlude that takes place in the 
middle of the game. For a poor 
title, Blaze €& Blade does provide a 
surprising amount of gameplay. 
You create a party of four charac- 
ters out of eight available classes. 
Each time you continue, it’s possi- 
ble to change your party’s compo- 
sition. Some classes can access 
special areas that contain a minor 
treasure or a shortcut, but there is 
one spot in that game that 
appears to require a rogue. 
Combat is an exercise in simplic- 
ity, as you chop your way through 
literally thousands of monsters. One 
character may even surpass 3,000- 
4,000 kills. Monsters instantly 
spawn onscreen. There are no 
breaks from combat, as the con- 
stant spawning means that you are 
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hotseat 


CONTENT RATED BY 
ESRoe 


always avoiding or killing mon- 
sters. Also, combat is incredibly 
repetitive, consisting of moving 
between targets and attacking. 
Spellcasters can only have one spell 
selected, so their combat is equally 
simplistic. There’s a “quick-cast- 
ing’ command that allows you to 
enter a code to cast a spell. In reali- 


ty, this is not even remotely 
“quick.” High level spells will 
require combinations of more than 
ten keys. Levels come easily, so you 
are always learning new spells, thus 
there is no reason to memorize the 
combinations. However, if you real- 
ly want to leam quick-casting, 
there is one minor detour—many of 
the combinations for spells are list- 
ed incorrectly. Using a gamepad 
helps immensely in Blaze & Blade, 
but you will still need to use the 
keyboard with many controllers. 
There are two primary flaws: 
repetition and inconvenience. 
Most of the game is spent in com- 
bat. Since the game is quite long, 
that means that many hours will 
be spent mindlessly hacking away 
at enemies. As for inconvenience, 
the entire game is designed to 
make you waste time. The inter- 
face is perhaps the worst one ever 
to grace a PC game. A ported con- 
sole game, the interface was weak 
initially and horrid on the PC. 
Navigating the menus is a pain, as 
the controls are awkward and the 


IDE 


Many hours of gameplay, relatively 
few bugs. 


manual is worthless. Further com- 


plicating this matter is the ‘auc- 
tion’ system. You cannot give 
items to your party members. 
Instead, slain monsters drop coins 
that you must pick up. Whenever 
you find an item that someone else 
| in the party needs, you must quit 
the game and run the auction. 
Whichever character you are con- 
trolling will end up with over 90% 
of the gold while the others are flat 
| broke, thus selling items doesn’t 

' work. All looted items are uniden- 


Horribly repetitive gameplay, general 
inconvenience, headache inducing. 


Apparently the key to creating fear- 
some bosses is to cover them with 
hideous textures. 


[left] Most of the game is made up 
of exotic scenery similar to this 
setting... 


[below] If the map looks small, that’s 
because they extend the gameplay 
by having you return to the same 


areas twice, albeit they open up 
more paths. 


[lower left] There are some nice spell 
effects in boss fights, but more 
often than not they impede your 
vision and make the fight confusing. 


tified, so you must return to town 
to see what you ve found. 
Unfortunately, leaving the dun- 
geon resets everything—all the 
puzzles are back and your keys are 
gone. So, you can’t leave the dun- 
geon. This will often require you to 
play hours on end, visiting the 
same rooms several times. There 
are save spots, but there should be 
more for convenience. 

Despite all this, Blaze & Blade 
will appeal to a few people. When 
you're making progress it isn’t 
bad. If you have so much free time 
that you are pulling your hair out 
and want a simple, highly repeti- 
tive game, then the $30 may be an 
okay investment. However, the 
other 99.5% of us should flee at 
first sight of Blaze & Blade. 
—David Ryan Hunt 


2) 
o) 
= 
uv 
(= 
= 
m 
Fo] 
=) 
> 
= 
m 
n 
c 
~ 
~< 
N 
° 
° 
o 


B19 


BONUS SECTION * COMPUTER GAMES ° JULY 2000 


Thief 2: The Metal Age 


Alas, most of the maps aren’t this useful. 


Surviving the latest first-person looter 


THIEF 2: THE METAL AGE REPRESENTS A STUNNING ADVANCEMENT 


tips>>»>walkthroughs>>?>cheat codes 


Read the sign and get the key—the keypad opens the warehouse gates. 


IN THE 


evolution of computer games. Before now, these programs generally involved 


killing people and taking their stuff. Thief 2 is a whole game about just the tak- 
ing stuff part, and thus represents a quantum leap forward in computer game 


efficiency. 


This is not to say that there is no killing. There is plenty. 


Unfortunately, it will all be happening to you. Again and again. 


Thus, this hint guide. It won’t 
entirely prevent Karras’ robotic 
sentries from slicing through you 
like a hot sword through soft 
cheese, but it can keep you from 
getting stuck in the nastier parts. 
Follow this advice, and soon you'll 
have stolen all of the plates, can- 
dlesticks, and small brass jars you 
can Carry. 


How Not To Be Seen 

Before you'll be able to get any- 
where in Thief 2, you need to learn 
how to be silent and sneaky. You'll 
have to be able to do all the clas- 
sic Dungeons & Dragons thief 
activities. You have to Hide In 
Shadows, Move Silently, Pick 
Locks, Hear Noise, Climb Walls, 
Pick Pockets, and Backstab. 

The documentation and 
installer repeatedly suggest a 
good, careful reading of the chap- 
ter on Stealth in the manual. They 
ain't kidding. Read it twice. The 
information there is essential to 
survival in this game. 


Hide In Shadows 
The game is very generous in its 


estimation of your hiding skills. 
When the visibility gem is dark, 
you are invisible. A dark gem 
means you can only be seen if a 
guard actually walks into you. 
Even if the gem is only half dark, 
as long as you're standing still, 
you re probably safe. 

Whenever you move, you 
should always be looking for the 
next dark corner. Don’t save the 
game unless the gem is dark. A 
dark gem equals safety. 

Sadly, sight is only one of the 
senses the guards can use to 
detect you. Their ears will kill you 
just as often as their eyes. 


Move Silently 

Ah, the pleasures of a nice 
expanse of soft, quiet carpet. No 
sight is welcomer to a thief’s 
squinty eyes. Curse the architects 
who built the bank, with its long 
expanses of noisy marble. That 
marble has killed more thieves 
than burglar alarms have. 

When an enemy hears you, 
stop. When the guard says that 
he or she heard something, freeze 
and don't move until the guard 


says that it must have been noth- 
ing. The slightest noise before a 
sentry relaxes will get you into 
big trouble. 

Use moss arrows. Careful use of 
Moss arrows is necessary for suc- 
cess. When you re going to sneak 
up behind a guard on anything 
but carpet, shoot a moss arrow 
into your travel path. Do the same 
along any stretch of marble or 
metal floor that you need to cross 
near a guard. 


Hear Noise 

Some people listen to music or let 
the TV play when playing a com- 
puter game. Don't do this with 
Thief 2. The excellent sound 
design is too important when 
playing. The sounds of footsteps 
will let you know how many foes 
are nearby, what they are 
(humans or robots), and what 
direction they’re heading. Enemy 
conversations let you know how 
alert they are and give valuable 
clues for the missions. Leaning 
into a door and listening often 
lets you know what awaits you on 
the other side. 


Climb Walls 

Always keep an eye open for large 
crates and machinery. Mantling 
onto them often reveals a better 
route through a mission or a lucra- 
tive secret. 

Vine arrows can be tricky to 
use, but their careful use is neces- 
sary to complete the game. One 
tip—when you fire the arrow into a 
ledge rather than above it (such as 
shooting below instead of above 
the window you want to enter), 
you need to mantle at the top of 
the vine to reach the top. 


Backstab 
Finally, to finish the game, you 
will need to club a lot of people 
unconscious. This is part of the 
genius of this game. It turns out 
that stalking someone, bonking 
him on the head, and hiding his 
body in the closet is much more 
satisfying than just shooting him 
with a rocket launcher. Go figure. 
When stalking a guard, first 
find a shadowy place in view of 
his or her patrol path. The lean left 
and right commands are very use- 
ful here. Wait patiently and look 
for a good, shadowy site for an 
ambush. When the guard is away, 
hide there. Use a moss arrow to 
soften the floor. When the guards 
walks by, act quickly. One nice 
blackjack trick is to, when the 
guard is just out of range, start the 
blow and then run forward. If you 
time it right, you will reach the 
guard just as the blow falls. When 
a guard detects you, you still have 
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If you run underneath the mechanical head, it can’t see you. 


RERERERER: 


Once the torches are out, you’re invisible to the guards in the stairwell. 


tame ete 


| 


on Normal level with no kills and 


a moment to use your blackjack. 
After that, flight or your sword are 
your only options. 

lf the guard is stationary, 
approach from the side. You will 
usually need to shoot a moss arrow 
right next to the guard first, even 
on quieter ground. 

If a guard does detect you, 
don't panic. Often, you can avoid 
trouble by just running. Guards 
can't follow you up or down lad- 
ders, over chasms, and through 
complicated terrain. If the guard 
loses track of you, it will eventual- 
ly wander back to where it started. 
If you are detected in an area you 
don’t have to return to (or if your 
only remaining objective is to 
escape), you can just flee. 
Inelegant, but efficient. 

What follows is a walkthrough 
for Thief 2. Each mission is rela- 
tively nonlinear—the guide 
describes only one of many possi- 
ble successful route to sweet victo- 


also gives helpful information for 
those playing on the more ambi- 
tious difficulty levels. If you’re 
stuck, read on. There is hope. 


MISSION 1: RUNNING 
INTERFERENCE 

Pain Level: Slight 

The first level is, unsurprisingly, 
simple. After you've received your 
instructions and the weenie guy 
you re helping hides in his shack, 
circle around the mansion to the 
right. You will find a short stair- 
way down to a door. Enter the 
house. Follow your map to 
Jeneviere's room, putting out 
every torch you see with a water 
arrow and hitting guards on the 
head. Once you've reached her 
room, return to just outside the 
hut in which Basso is hiding and 
blow your whistle (you have to be 
very close). Follow this goofball 
and watch as the lovely couple 
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through the mansion with all the | 


stealth of a herd of water buffalo. 

You re done now, unless you 
are playing on a higher difficulty 
level. If you need to steal a bunch 
of loot, search all of the side 
rooms and climb up to the sec- 
ond floor. You'll need to club a 
few guards and hapless servants. 
There is also a safe upstairs. The 
lever to open it is hidden behind 
a nearby houseplant. 


MISSION 2: SHIPPING... 

AND RECEIVING 

Pain Level: Pleasingly low 
This mission involves lots and 
lots of theft and a fair amount 

of annoyance involving automat- 
ic doors. Overall, however, it’s 
not bad. 

Mantle over the crates and 
enter the large building. You can 
get in by either going left and 
entering through the double doors 
(you'll have to club a guard and 


climbing up to the catwalk. 

The main office is on the sec- 
ond floor. There is an L-shaped 
desk with a key sitting on it ina 
nearby room. Get it. Search the 
nearby offices to find some loot, 
and then enter the main office. 
You will find a key and a strange 
device with buttons. Read the 
sign to find out how to open the 
automatic doors. The code to 
access each warehouse is listed on 
your map. Use the number but- 
tons on the keypad to open the 
desired door. Fortunately, you 
won t have to keep coming back 
here. There are several sheds con- 
taining these strange devices. The 
key you just found unlocks the 
doors to these sheds. 

Enter the large courtyard in the 
middle of the first warehouse. 
Subdue all of the guards and hide 
their bodies in the sheds. Enter 
and loot all of the warehouses. If 
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Follow this route to reach your house; stick to the outside edge when 
you can. 


Shoot a rope arrow here to reach that ladder. 
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Use this hangar to open the secret compartment. 


Bramrich's warehouse. 

If you're on normal difficulty, 
the first warehouse should provide 
enough money to move on. If not, 
go to the second warehouse. Once 
there, climb to the second floor 
and start ambushing guards. One 
of them carries Davidson's Key, 
which you will need to find the 
five bags of spice. Explore the 
entire upper level, flipping any 
switches you find. You will find a 
bag of spice (in the supervisor’s 
office) and a lot of money (in the 
Rare Artifact Bay). Also look for a 
balcony with skylights (outside the 
offices). Break the skylight over 
the warehouse with crates in it and 
drop through to find more spice. 

To get the rest of the spice, 
go south to the ship. The last bag 
is carried by one of the guards. 
Once you're finally done, return 
to where you started the level 
and mantle back over the crates 
to leave. 


MISSION 3: FRAMED 

Pain Level: Starting to get 
noticeable 

This level features short corridors 
and numerous guards. Plus, you 
can’t club as many of them as 
you want. This is where things 
Start to get a little tricky. 

Pick the lock on the door to 
the right and enter the Utility 
Building. Open the drain and 
swim into the prison. At the end 
of the watery tunnel, walk down 
the passage to the west. When 
you reach the end, use the 
empty torch sconce to open a 
secret door. 

You now have access to the 
boiler room. Climb the stairs 
beyond and sneak to the front 
desk. Pull the levers to turn off 
security and head back to the 
stairs to the second floor. 
Needless to say, you will have to 
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club or evade some guards on 
the way. 

The stairs to the second floor 
have many guards, but they can't 
see in the dark. Use water arrows 
to put out every torch you can. 
Climb the stairs slowly and quiet- 
ly and you will end up on the 
second floor near Hagen’s office. 

A guard paces back and forth 
in front of the office. The door 
to Hagen’s office is locked. The 
guard has the key. Wait until 
the guard is walking away from 
you and follow him. Pick his 
pocket when he’s standing right 
next to Hagen’s office, unlock 
the door, and slip in quickly. 
When you do it right, this 
maneuver is very rewarding. 

Search Hagen’s office and find 
the handkerchief. Enter Lt. 
Mosely’s office (across the hall) 
and get the key on her desk. If 
you're on Expert difficulty and 
can't club the guard outside, this 
will take some patience and 
probably a nice moss arrow. 

Once you have the key, you 
need to go to the Records Hall. 
One easy route is via the dumb- 
waiter in the officer's lounge. 
Once in the Record’s Hall, enter 
the Secure Records room and 
read all of the papers. One of 
them contains the code for the 
vault door. 

Return to the passage outside 
Hagen’s office and use the 
Stairway up to the Evidence 
Vault. At the vault, one of your 
keys will unlock the first door. 
The code from the Records Hall 
opens the second. In the vault, 
loot everything and drop the 
hanky (‘r’ is the default drop 
key). Get the strongbox. Return 
to Hagen’s office and drop the 
strongbox. Finally, return to the 
cave with the water tunnel to 
finish the level. 


MISSION 4: AMBUSH 

Pain Level: Low, except for 
the Impenetrable Window 
of Doom 

You start at the bottom of a nice, 
shadowy stairwell. Wait for the 
guard above you to walk away 
from your position, and then 
climb up and use your club. Walk 
around the corner to the right, and 
you will see a small crate at the 
base of a ledge. Stand on the crate 
and mantle up onto the ledge. 
Cross the roof. 

Go west to Helena way, then to 
Sparrow Way, and then to Hill 
Street. Travel around the west 
edge of the town, using shadows 
to evade guards. When you reach 
your house, the easiest way to 
enter is through the back win- 
dow. Slip behind (to the north of) 
your house and you will find 
three levels of scaffolding. There's 
also a ladder halfway up the wall. 
Use a rope arrow to reach the lad- 
der and climb the ladder to the 
top of the scaffold. 

There is an open window here. 
Climb through it. This is easier 
said than done. This problem may 
have been resolved with a patch 
by the time you read this, but 
getting through this window is 
pretty tough. Try running at the 
window, crouching, running for- 
ward again, standing, turning a 
little, and fidgeting forward until 
you hit the right combination of 
keys to get through. 

Once inside, wait until the 
guards are absent and slip into 
your bedroom, one floor below. 
Enter the closet and use the left- 
most hanger. Gather up all of your 
loot. Slip back upstairs and, with 
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no small difficulty, leave through 
the same window. Climb back 
down to the street. 

From here, go east to the Guard 
Post. The gate out is at the end of 
a long passage at the northeast 
corner of town. If you are careful 
and patient and use the shadows, 
it’s not hard to get through. When 
a stubborn guard gets in your 
way, use a noisemaker arrow or 
just run for it. 


MISSION 5: EAVESDROPPING 
Pain Level: Moderate 

You now get to infiltrate a 
Mechanist cathedral... every inch 
of a Mechanist cathedral. This will 
be your first chance to interact 
with the sinister robotic watchers 
(the little, noisy ones) and sentries 
(the big ones with the big guns). 
The watchers can usually just be 
ignored. The sentries, on the other 
hand, can be a problem. 

Even on Expert level, you're 
allowed to destroy sentries. 
Sentries can be dispatched with a 
mine or two water arrows shot into 
the furnace (the little door on their 
back). Multiple fire arrows can 
also destroy robot-kind but is usu- 
ally a waste—being machines, 
they're pretty dumb and usually 
easy to avoid. 

Circle around the cathedral to 
the left (clockwise). Eventually, 
you will come to a small graveyard 
in a shadowy corner. A nearby 
door gives access to the side 
rooms of the temple. Enter, and 
you will be by the door you need 
to listen at. Approach and lean 
against it. Listen to the sinister 
conversation on the other side. Pay 
attention near the end. They will 
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Climb onto this crate to reach the roof of the bank. 


mention the location of the key to 
the bank vault. The exact location 
varies, but it’s always somewhere 
in the main cathedral. 

There's one particularly nasty 
guard in the cathedral who needs 
to be clubbed. Go outside and 
keep circling the structure. Notice 
that one wall has a ladder up to 
the roof. Keep searching until you 
find the two crypts. One contains 
money and the other has a ladder 
into the catacombs. Descend into 
the depths. Be quiet—there are 
zombies about. You're allowed to 
kill them, but they are best avoid- 
ed. There's lots of money and 
other goodies down here. Proceed 
to the stairway up to the cathedral 
(to the northwest), stealing as you 
go. Climb the stairs, open the 
door, and knock out the guard on 
the other side. You will now have a 
much easier time in the cathedral. 

Explore as much of the cathe- 
dral as you can, not neglecting the 
bell towers or the pulpit. There’s 
lots of loot. Also find and pocket 
the key. If you need to hide, use 
the closets by the pulpit. The roof 
and the upper chambers of the 
cathedral are most easily reached 


using the ladder outside. Once you | 


have the key and enough money, 
return to where you eavesdropped 
at the door. 

Climb down the nearby stairs 
to the laboratories. There is a 
wax-molding machine in the lab. 
Use the key on the wax. Pick up 
the putty knife and use it on the 
key mold. Return to where you 
found the key, using whatever 
route you took before, and drop 
the key there. Assuming you’ve 
been thorough enough with your 
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stealing, you're now free to go 
outside and slip through the 
shadows to the exit. 


MISSION 6: FIRST CITY 
BANK AND TRUST 

Pain Level: High 

The bank is much like the 
Mechanist Cathedral in the previ- 
ous mission, except that it’s big- 
ger, there are more guards, and 
they’re all wearing thick metal hel- 
mets. Your blackjack will do you 
no good here. Worse, most of the 
floors are marble and noisy. 
Prepare for much suffering. 

First, pick the locks of the bank 
front doors (right in front of 
you). Then circle the bank ina 
clockwise direction, looking for a 
large wooden crate by an arch. 
Mantle onto the crate, and then 
onto the arch. Cross it and mantle 
onto the roof of the bank. There is 
a pair of doors on the roof look- 
ing down on the Meeting Hall on 
the second floor. Use a rope arrow 
to drop onto the balcony of the 
meeting hall. 

Using the shadows to avoid the 
guards, go through the door at the 
northwest comer and turn right. 
There is a small bridge here with a 
trap in the center (look for a faint 
square). Peek around the corner at 
the sentries behind the big win- 
dow. When it looks clear, run 
across the bridge, jumping over 
the trap. Whew. 

You are now close to the 
Records Hall. Put out all the lights 
you can and slip past the mechan- 
ical head. Read the papers in the 
Records Hall to find out where the 
recording is and sneak back out. 

Not far away are stairs down to 


Look for a door near this graveyard to enter this temple. 


333933999933 


Eavesdrop at the door under this arch. 


the first level. Descend. Nearby are 
stairs to the basement. Descend. 
Explore the basement until you 
find the Off-Limits area. Find the 
room filled with a single, huge 
machine, open the panel in the 
side, and push the buttons until all 
of them are depressed. Doing this 
probably made some robotic 
guards mad at you. Don’t worry 
about it. Return to the stairway 
you descended earlier, dodging 
sentries as needed. From there, 
retrace your steps back to level 2. 

Go to the large stairway in the 
center of the bank that ascends 
from the first floor to the third. 
Climb to level three. Walk past the 
Hall of Statues and go to the secu- 
rity office, at the south end of the 
floor. Get the key in the office and 
turn off the mechanical heads in 
the lobby. Return to the stairway 
and climb all the way down to the 
first floor. Go to the lobby, leave to 
the west, and make your way to 
just outside the guardroom south 
of the vault. Moss arrows are 
invaluable for slipping past here. 
At the vault, enter the small room 
nearby and pull the switch to turn 
off the mechanical head watching 
the door. Open the vault door and 
slip inside. 

The deposit box that you want 
is on the third tier of the vault 
(what luck). There are several 
mechanical heads keeping watch, 
though, at this point, it doesn’t 
matter much if they see you. You 
can avoid detection by running 
from pillar to pillar if it makes you 
feel better. Ascend to the correct 
vault (number 10), open it, take 
the recording, and run for your 
life. Extra style points are awarded 
for each guard dogging your foot- 


| 


steps as you make a mad, scream- 
ing dash for the front door. 


MISSION 7: BLACKMAIL 

Pain Level: Gentle but 
persistent ache 

This one is much better. For 
starters, you can knock guards out 
again! Woo-hoo! 

You start in the shadows next to 
a house. Open a window. Jump 
through, climb to the second floor, 
and leave through the southern 
window. Jump onto the top of the 
large wall and drop down on the 
south side. Don’t forget to search 
the houses for money. 

Proceed south. Open the gate 
by using the large lever right 
next to it. On the other side, 
there is a crack in the wall behind 
some bushes. Crawl through and 
run down the long passage run- 
ning along the house (you will 
have to pass through a hole ina 
boulder). Eventually, you will 
find a river. Jump in and swim to 
the left. You have gained access 
to the estate grounds. 

Ahead is a guard with a key on 
his belt. Pick his pocket. Then 
bonk him. 

You can enter the house in two 
different ways. There is a hole hid- 
den behind some bushes in the 
front, which grants access to the 
basement. Alternately, you can 
use the key to enter through the 
rear balcony (recommended). 

Enter through the right bal- 
cony door. Put out all nearby 
torches and hide in the corner. 
Club any guard who walks by, 
depositing the bodies on the bal- 
cony. There are also two civilians 
in the kitchen. Listen to their con- 
versation, and then club them 
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Watch out for that square on the middle of the bridge. It’s a trap! The Hall of Statues is very pretty. Avoid it. 
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A mechanist sentry—man, but they look cool. Keep pushing buttons until they all stay down, and the vault door will 
become unlocked. 
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The vault door at last. Turn off that head with a switch in the room 


to the left. 


too. The male has an Estate Key. 
Don't forget to help yourself to 
the china. Also, stalk the guards 
until you steal a metal gear from 
one of them. 

Use the stairway at the end of 
the S-shaped passage in the cen- 
ter of the floor to climb to the 
second floor. You will need to use 
the metal gear on a device on the 
wall to open the door to this pas- 
sage. On the second floor, club a 
guard to get another metal gear 
and use it to open the door to the 
Great Hall. 

From there, circle the level the 
long way, clockwise. Use water 
arrows and stealth to evade the 
guards. Pass the Pool Room and 
tum off the security system in the 
room north of Weapons Storage. 
Return to the Pool Room and dive 
into the pool. Get the silver gear at 
the bottom and use it to access the 
S-shaped passage with the stair- 
way to the third floor. 

When you reach the stairway, 
learn that the sheriff is dead and 
hide in the shadows. After the 
guards pass, climb the stairs. Once 
you re on the third floor, go north 
into the empty bedroom and circle 
around to enter the sheriff's bed- 
room from the rear. Get the bronze 
gear and the key ring on the floor 
by the bed and leave the house the 
way you came. 


MISSION 8: TRACE 

THE COURIER 

Pain Level: Low 

This is a fairly simple mission. Slip 
from shadow to shadow, following 
Mosely. Pick the pockets of any 
guard who walks by. When Mosely 
reaches the marketplace, she 
drops a letter next to a lamppost. 
Get the letter, read it, drop it, and 


pick pockets for a minute. 

A pagan will approach, get the 
letter, and wander off. Follow him. 
This stretch is a little more diffi- 
cult... more people will wander 
around the corners. Stay in shad- 
ows as much as possible. When 
possible, use the water to swim 
past inconvenient guards. 

Eventually some Mechanist 
guards just outside of a grave- 
yard will wound the pagan. 
Fortunately, the quards are 
superstitious and won't follow 
him inside. Run past them into 
the graveyard. Follow the blood 
spots to a crypt, open the doors, 
and enter. Finally, show a stun- 
ning lack of concern for your own 
survival by walking into the 
glowing portal. 


MISSION 9: TRAIL OF BLOOD 
Pain Level: None—it’s easy, 
and the scenery is pretty 
Follow the blood trail. You will 
soon find some bodies and a map 
on the ground. Get it and read it. 
Continue following the blood trail 
to the small village. 

There are a few guards in the 
village. Knock them out and 
search for two rubies. One is in one 
of the huts under a stairway. The 
other is in a different hut. When 
you have them, follow the blood to 
the hut with the big stone face. 
Use one ruby on each of the faces’ 
eyes, Climb onto the platform and 
jump into the glowing mouth. 

Follow the blood trail through 
some rather lovely caverns. It’s 
dark, so the passages can be dif- 
ficult to find. When you can’t fig- 
ure out where to go next, use a 
flare. Eventually, you will find an 
opening guarded by several 
monkey people. Put out all of the 


torches with water arrows and 
slip through. 

The monkey people are simple 
and dumb. Try not to kill any of 
them. Instead, locate the stairway 
in the middle of a nearby tree. 
Ascend to the treetop village. 
Follow the blood trail through the 
huts, eating fruit and clubbing 
monkey men as you go. 
Eventually, the trail will lead you 
to a passage blocked by icicles. 
Break them with your sword. 

There is a mysterious, shadowy 
glade on the other side. For once, 
stay out of the darkness—there are 
horrible tree creatures there. 
Instead, search ahead and to the 
right, and you will find the poor 
dead pagan in the middle of a 
clearing. Turns out that painting 
an entire cave complex with your 
blood isn't real good for you. 
Viktoria will appear and tell you 
more about the plot, and you can 
move on to the next mission. 


MISSION 10: LIFE OF 

THE PARTY 

Pain Level: High... oh, so 
very high 

Phew. Those last two missions were 
nice and relaxing. Back to the 
grind. Plenty to do. 

Move west, hopping from 
building to building and clubbing 
or evading guards as needed. 
Avoid using your vine arrows. 
When you get a chance, slip into 
houses and get money. Be sure to 
go to the Greenhouse. There are 
two gas arrows there, which will be 
very useful in the tower. 

Eventually, you will reach the 
Trader's Bank. The floors are noisy 
here, so you will need to be careful 
and use moss arrows to ambush 
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the guards inside. If you pick a 
lock on the wall safe in the office, 
you fill find a lever. Pull it and the 
main safe will open, revealing a 
lot of money. 

Leave the bank through the bal- 
cony to the north. Turn left and 
slip through the nice house. On the 
other side, you will see Angelwatch 
at last. An unguarded manhole 
provides access to the tower. 

You now need to find and play 
six phonographs. When you enter 
the tower, you will be well con- 
cealed in an access shaft. Find the 
passage out into level two. There is 
a chapel nearby. Use moss arrows 
to reach and neutralize the 
guards, then play the phono- 
graph. Return to the shaft and 
climb the ladder to the third floor. 

On the third floor, find the large 
room with the metal floor. Stay 
away from the window overlook- 
ing the central shaft and play the 
phonograph. Search the floor until 
you find the library, clubbing 
guards and visitors as you go. 

Climb the stairs in the library to 
level four, and you can find 
another phonograph. Return to the 
third floor (probably pretty empty 
by now) and find the elevator. 
Take it to the first floor. Slip across 
the large hall and play the phono- 
graph. Then take the elevator to 
the fifth floor. You will arrive near 
the kitchen. Begin a campaign of 
terror, knocking everyone on this 
floor unconscious and hiding the 
bodies in the pantry. The guard in 
front of Karras’ office is tricky. Use 
a gas arrow on him. Find the din- 
ing room and play the phono- 
graph there. Once the floor is 
empty, find and climb the stairs to 
the sixth floor. 


When you’re following the pagan, use the water to evade guards. 
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Circle the ballroom in the shad- 
ows (be sure to stay on the wood- 
en trim that rings the room). Play 
the final phonograph and contin- 
ue circling the chamber until 
you re close enough to hear the 
high priestess talk to the guard. 
Stalk her downstairs, club her, 
take her key, and use it to enter 
Karras’ office. 

Make sure you know the way 
to the elevator. Then push the 
red button behind the desk. The 
painting will swing away, 
revealing a scroll. Take it, run to 
the elevator, and ride it down to 
the second floor. Flee to the 
access shaft, and, from there, 
out of Angelwatch. 

Return the way you came, 
crossing the rooftops. Just run past 
the new guards. They can't follow 
you well on this level. You will 
likely need to use your vine arrows 
for travel in this direction. Keep an 
eye open for other places to loot 
(like the Necromancer’s tower). 
Once you return to where you 
started, this mission is done. 


MISSION 11: PRECIOUS CARGO 
Pain Level: Medium 

Walk to the elevator, but don't 
use it. Climb from ledge to ledge. 
When you find a mechanical 
head guarding two levers, pull 
the lever marked Workshop and 
keep climbing. 

You can use a vine to reach a 
ledge with some guards and an 
open gate (which was controlled 
by the lever below). Walk through 
the workshop on the other side to 
find the base of the well. Climb the 
rope up through the well. 

Pass through the old house to 
reach the lighthouse. Climb to the 
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top and club the hooded guy to 
get the Cold Storage Key. Return to 
the well and go south. Use the key 
to enter the freezer. You will find 
Lotus in the back. He doesn’t look 
well. Get his wooden peg, give him 
the merciful gift of death if you 
want (you won’t be penalized), 
and go back to the Lighthouse. If 
you re playing on a higher diffi- 


culty than Normal, now’s your 
chance to go find Markham’s trea- 
sure. It's in a nearby underwater 
tunnel and is not easy to find. 

In the bottom of the light- 
house, you can find a wooden 
wheel on the wall. Use the wood- 
en peg on the wheel to descend 
into the secret Mechanist base. 
Sneak past the mechanical head, 
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She is on the top floor of Angelwatch. She also has a key you need. Follow her down to the fifth floor. 


After placing the rubies, jump into the mouth. 


Blackjack 
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club the guard, and open the 
window. You will see the Cetus 
Amicus—a genuine submarine. 
Your new mission is to sneak 
inside. Assume from now on that 
every step you take will be punc- 
tuated with the clubbing into 
unconscious of several guards. 
Descend the path to the cargo 
| storage and explore the cham- 
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Moss patches... the perfect accompaniment to any ambush. 


Blackjack 
PePe. 
The temple on the second floor. The phonograph is at the far end. 
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The sites are well guarded. Avoid them. 


bers to the right. One contains 
two levers. Pull both of them. 
Another passage gives you access 
to the bay where the Cetus 
Amicus is parked. Swim over to it 
and sneak inside. Climb down to 
the upper floor and search the 
bedrooms until you find the cap- 
tain’s log. Read it and get your 
new objectives. 

Descend to the lowest level of 
the Cetus Amicus and find the 
hatch in the floor. Open it and 
drop down into the water. You 
now need to criss-cross this base 
to get all of the things you need. 
The water is your friend. You can 
swim under the walkways to get to 
just about anywhere undetected. 
You need to locate: 

New Scripture: Swim to 
Subaquatic Post 1. Climb onto the 
walkway, enter, and climb the 
Stairs to the roof. Cross the walk- 
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ways to reach the flooded quar- 
ters. Swim through the tunnels to 
find the New Scripture. 

Key to Locker 5: Once you've 
read the scripture, climb down to 
the lower level of Subaquatic Post 
1. Run around until you find a 
locker room. It’s okay if guards see 
you... you can lose them. Drop 
into the hole in the locker room 
floor and get Key 5. Leave the 
bilge chamber through the hole at 
the other end and run like mad 
before the guards see you. 

Rust Gas: Return to the water 
and swim to the Main Cargo 
Storage bay. Climb onto the dock 
behind the sole guard on duty, 
club him, and search the storage 
bay. The rust gas is in a box. 

Once you ve run your errands, 
re-enter the Cetus Amicus through 
the open hatch underneath, 
unlock Locker 5, and hide inside. 


Use these switches to turn off mechanical heads. Many rooms have them. 


MISSION 12: KIDNAP 

Pain Level: Not too bad 

First, use the windows to sneak 
into the outpost to the right. Club 
all the guards inside and search all 
of the chambers. The sample of 
scripture and some gas arrows are 
in an office on the upper level. 
Papers describing where Cavador 
is traveling are in the lower cham- 
bers, along with levers which open 
the way to the mines. 

Go to the mines, but avoid the 
numbered sites. They're too heavi- 
ly guarded. Instead, skulk through 
the passages between them, club- 
bing and hiding guards and 
watching for Cavador. The papers 
from the outpost describe his 
route. If you take too long, he 
returns to his quarters at Site 5. 
When you find him, use gas arrows 
to knock out his escorts and bonk 
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Note it actually says that I’m carrying Cavador. 


him on the head. Finally, lug his 
body to site 9. 

If you need to find the lost drill 
bit, it’s at the top of a long series 
of stone stairways near Site 6. 


Mission 13: Casing the Joint 
Pain Level: Medium—you 
can’t let them see you 

The most interesting feature of this 
level is that you not only cannot 
club any guards, but you also 
cannot ever let them see you. 
Fortunately, a multitude of secret 
passages make this task much eas- 
ier. Search the walls and closets, 
keeping a constant watch for 
small, square switches. These 
switches open doors to long pas- 
sages, enabling you to cover lots 
of distance in complete obscurity. 
Also, though mechanical heads 
watch the large hallways, all of the 
heads can be turned off with 
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Watch for switches like these on the walls and ceilings. 


They open secret doors. 


switches hidden in nearby rooms. 

Enter the courtyard and walk to 
the north end, staying in the shad- 
ows by the west wall. Distract the 
guard with a noisemaker arrow 
and quickly pick the lock on the 
doors. Slip inside. 

Your first goal is to get to the 
upper balcony of the foyer. There 
are many routes, but try going via 
the ballroom and a vine arrow. 
Once there, listen to the conversa- 
tion of the guards below and 
locate the toolbox in the shadows 
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I’m a thief, not a mechanical engineer! 


to your right (south side of the 
balcony). Get the cuckoo inside. 

Now you want to go to the 
library, in the southeast corner of 
the second floor. There is a room 
nearby with three closets. The 
middle closet contains a concealed 
door. Beyond is a secret passage 
into the library. 

In the lower half of the library 
are four books, one on a table 
and three others on shelves, 
describing a love affair from 
years gone by. There is also a 
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The rafters are the only way to travel here. 


book that, when used, reveals a 
secret room containing two 
corpses. Read all four books, 
open the secret door, and climb 
to the second floor of the library. 
In the M section, you will find the 
correspondence between 
Gervaisius and the Mechanists on 
the floor. Go back downstairs and 
walk through the door at the 
northeast corner of the library. 
Use the cuckoo on the clock, and 
then use the clock until the secret 
door opens. 
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Leave the house through the 
foyer, using a noisemaker arrow to 
distract the guards. 


MISSION 14: MASKS 

Pain Level: High 

Before starting this mission, buy 
plenty of vine arrows, moss 
arrows, and water arrows. 
Especially vine arrows. You will 
have to explore a lot of this level 
to get enough loot—fortunately 
you have been here before. Find 
and use the secret passages— 
they provide easy access to the 
bulk of the bedrooms. When 
you're sick of looting, find your 
way to the clock from the previ- 
ous mission. Use it until the 
secret door opens and climb to 
the third floor. 

There are lots of sentries up 
here, and their ears are sharp. 
Fortunately, if you use a vine 
arrow to reach the rafters that 
run above all the hallways and 
rooms, you will have easy access 
to most of the floor. In the 
gallery rooms, fire vine arrows 
into the ceiling and climb down 
to take the masks off the 
pedestals. Careful... the floors 
are trapped. Stay on the vines. 

You can use the rafters to 
enter the third floor foyer. Wait 
until the guard leaves, drop to 
the floor, ambush him, and 
explore the studies to the west. 
Return to the rafters and rob the 
display rooms at the north end 
of the floor. Find your way to the 
display room in the northwest 
corner. The Cultivator is there. 

Once you have the required 
amount of loot, return the way 
you came. Use a noisemaker to 
distract any guards at the front 
door, and run out. 


Water Arrow 
PI LLIFDFFF 


Shoot your water arrows here. 


MISSION 15: SABOTAGE 
AT SOULFORGE 

Pain Level: | long for 
death’s sweet, peaceful 


embrace 

This, the final level, is long and 
gruesome. Stock up on mines and 
moss arrows, and prepare for a 
tough haul. 

When you start, you will have to 
listen to Karras ranting for a while. 
Notice that you're near Factory 
Bays A, B, and C. Each bay con- 
tains a machine. A book near each 
machine explains how it is used. 

You first goal is the Plans Room, 


where the plans are stored. It’s at 
the east side of the factory floor. 
Once inside, get and read the 
scrolls and get the key. Use the key 
to unlock all of the cabinets in the 
back wall. Get the scrolls inside. 
There are two storerooms nearby. 
Take everything in them, including 
the three mines. Note that Factory 
Bay E is a little bit to the west. The 
easiest way to reach this area is via 
the ladder northwest of the Fluid- 
Vapor Interchange. 

Go to Factory D next, at the west 
end of the factory floor. Use mines 
to disable the sentries and enter 


This sentry guards one of the easier signal towers. Sneak behind it and dis- 


able it with water arrows. 


the bay. There are two machines in 
here, controlled by panels ona 
platform. Notice that the platform 
has an elevator, currently in the up 
position. Mantle onto the nearby 
machinery and hit the elevator 
down button with an arrow. Climb 
down, stand on the elevator, and 
shoot a moss arrow into the grate 
directly above you. You can now 
reach the control panels. 

Use the instructions and the 
factories to make a Guiding 
Beacon. Also use the mine instruc- 
tions from the Plans room to make 
as many land mines as you can. 
Once you have the beacon, go to 
the northern apse. Take the eleva- 
tor up, jumping onto the ledge 
halfway up. Find your way to the 
Signal Room. Remember that you 


Place the guiding beacon here. 


ates 


Vine arrows will stick in these 
grates. Good thing. 


can shoot vine arrows into the 
grates. Once you're in the Signal 
Room, insert the guiding beacon. 

Your final task is to flip the 
switches in five (or more on higher 
levels) of the eight signal towers. 
Note that there is a signal tower 
just behind the Signal Room. You 
may want to leave this one until 
last, since it’s closest to the 
entrance. The rest of the towers are 
to the north. 

Most of the towers aren’t too 
difficult to reach. All it takes are 
patience and the stealth skills you 
have been honing for the first 14 
missions. Note that only six tow- 
ers are marked on the map. The 
reason for this is that two of them 
are in the basement (the stairs 
down are in a room just northeast 
of where you enter this area), and 
the other missing tower is in the 
Signal Room itself. Beware the 
tower in the turret workshop. This 
one is really tough... do the oth- 
ers instead, if you can. If you 
have to do it, a speed or invisibil- 
ity potion really helps. 

Once you've flipped enough 
switches, run at full speed to the 
doors next to where you started 
the mission. Exit and enjoy the 
triumphant final movie. 

That's it—a cryptic ending toa 
cool game. The city is safe, Karras 
is mulch, and from now on mere- 
ly shooting your enemies with 
guns will start to feel a lot less 
interesting. —/eff Vogel 
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AT-STs approach an Energy Collector on Sarapin 


FORCE COMMANDER, UNLIKE OTHER RTS GAMES, RARELY PERMITS YOU TO BUILD 
an overwhelming force that can roll like a wave over everything in its path, so 


Airspeeders attacking the Imperial force on Sarapin. 


Star Wars: Force Commander 


patience, effectively combining your units’ attacks, and using secondary abil- 


ities can all make the difference. You are limited by the 5000 point cap on 
command points, and your superiors in orbit are pretty unforgiving—just when 
you feel like your force is getting large enough to do the job, they slap you with 


a command point drain for having too many troops. 


Command points are gained 
two ways: slowly, from occupying 
enemy structures, and quickly, 
from destroying enemy units. 
Combat doesn’t get you command 
points, only destroying enemy 
units does, so you shouldn't fight 
until you believe that you will 
inflict more damage than you 
take. Don't be afraid to lose units 
either—so long as you destroy 
plenty of enemy units, you will 
easily be able to replace your loss- 
es. If you notice that you are suf- 
fering a command point drain, 
hurry up and spend what you've 
got left rather than lose it. Try to 
spend these last points making 
sure you've got a balanced force— 
you don’t want to realize you've 
no anti-air forces when you are 
getting pounded by Tie Bombers 
or Y-Wings and don’t have any 
command points left. One of the 
most effective ways to strike at the 
opponent's command points is to 
destroy their dropships. If you see 
the icon indicating a dropship is 
about to come down, prepare to 
target all of your units on it. 
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The key to succeeding on both 
sides is to use your units’ sec- 
ondary abilities as much as possi- 
ble. These are often much more 
powerful than their primary 
attacks, and give your units the 
edge over Al units that rarely 
employ secondary abilities effec- 
tively. The king of the secondary 
abilities is the AT-AT’s chin gun, 
which can destroy most turrets 
and vehicles with one shot, and 
can also destroy air units. To bal- 
ance that attack, the Rebels are 
provided with a number of units 
boasting secondary abilities. The 
Heavy Troopers’ grenade attack is 
devastating against both enemy 
infantry and vehicles, while the 
Attack Tanks’ proton missile gives 
the Rebels the ability to slowly 
wear down Imperial forces from a 
safe distance. Airspeeders’ sec- 
ondary ability is firing a tow cable 
that has a moderate chance of 
taking down an AT-AT, while Y- 
Wings can fire a ion blast that can 
freeze enemy vehicles for a time, 
setting them up for easy capture 
or bombing. 


These abilities are employed 
most effectively if you group like 
units together and then employ 
their secondary abilities in rapid 
succession. For example, if you 
have a group of Heavy Troopers 
selected, press T’ to activate the 
secondary ability of the lead unit, 
right-click on the target, press ‘F’ 
to cycle to the next unit in the 
group, press ‘T’ to use its sec- 
ondary ability, on so on, until you 
have quickly used the entire 
group. In this way, a group of 
Heavy Troopers can quickly 
destroy an AT-ST, and Attack 
Tanks can decimate enemy units 
before they know what hit them. 

The primary value of infantry 
units is to capture and control 
structures. First, make sure you 
garrison your own buildings. The 
Al in campaign missions is not 
particularly aggressive in trying to 


occupy your buildings, but will try 


to do so occasionally and you 
want to be sure to have them 
defended. If you play Force 
Commander multiplayer, the 
action centers on holding bunkers, 


but you can be sure your savvy 
opponents will repeatedly try to 
capture all of your buildings. To 
complete many of the missions, 
you will need to take control of 
enemy turrets, as well as other 
buildings. If possible, transport 
your infantry right up to the struc- 
ture in a vehicle—if they have to 
walk exposed towards the build- 
ing they will get decimated. When 
you try to take control of a struc- 
ture, send in the maximum num- 
ber of troops and have more peo- 
ple standing by outside to replace 
those that go down inside. 

Don't spend a lot of time stress- 
ing about selecting and storing 
units in the Hanger Bay. In most 
missions you aren't provided with 
enough initial transports to bring 
down more than six extra infantry 
and a couple of vehicles, which 
you'll probably have left over and 
available from the previous mis- 
sion anyway. Furthermore, in most 
missions, what you bring with you 


Climbing the ramp to the Drill. 


to start really won't make or break 
you. The best bet is always to 
bring along the most expensive 
units you can. 


The Campaign Missions 

The early Imperial missions are rel- 
atively easy, and give youa 
chance to practice effectively 
grouping units, before you take on 
the later Imperial missions and the 
Rebel missions, which are all 
extremely difficult. In Crisis on 
Sarapin, follow the edge of the 
map around to the center-north of 
the map to take control of the 
Rebel base there, then take control 
of the Rebel base on the center- 
west side and destroy the Rebel Air 
Platform. In Crisis on Sarapin 2, the 
ramp up to the drill starts in the 
center of the map. Take a large 
force, including plenty of AT-Aas, 
to defend against Airspeeders. At 
Yavin, first wind your way to the 
middle of the map and then save 
Veers—destroy the Attack Tanks at 
the bottom center before you col- 
lect him—and then focus on the 
Rebel base in the northwest cor- 
ner. In the Battle of Hoth, bring a 
couple of extra AT-ATs and AT-AAs 
if you can. Take the first path to 
the east, and then around to the 
northeast of the map and rush the 
Rebel base. If you do Surprise at 
Endor right, you'll have P.E.T.E. 
(People for the Ethical Treatment 
of Ewoks) picketing your com- 
mand center. To finish it, you'll 
need to destroy the three Ewok vil- 
lages and the nearby huts, one set 
each located at the edges of the 
map on the north, west and south 
sides. Find the traps strewn 
throughout the forest by passing 
the cursor over the trees—when it 
switches to a targeting cursor, 
you've found a trap and you can 
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AT-AAs hidden in the shrubs of 
Yavin. 


destroy it. Be sure to keep some 
infantry alive to use against the 
Ewok gliders. 


Massacre at Abridon 

In the first mission, start by taking 
the base in the southeast comer— 
bring extra AT-ATs and Mobile 
Artillery on this mission if you can. 
Then take the road leading around 
to the government center in the 
northwest corner. A group of AT- 
ATs supported by AT-AAs should 
have no trouble destroying Rebel 
forces and the turrets surrounding 
the gardens to the northwest of 
the palace. Use your AT-ATs to 
destroy the anti-infantry turrets 
protecting the government center 
and then send your troops in. 

In the second mission, you 
should set your units outside your 
base to passive stance so you 
don't accidentally kill the Rebel 
dignitaries, but be careful to 
always give them a target so they 
don't just stand around helpless. A 
squadron of Tie Fighters can scout 
a clear path to the bunkers in the 
northwest corner; use a Ferry 
Shuttle to quickly deploy troops 
up there to take the three bunkers 
after destroying units guarding 
them with the Tie Fighters. Assault 
the main Rebel base in the north- 
east commer with a group of AT-ATs 


Darth Vader preparing to enter the Rebel command center at Hoth. 
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support by AT-AAs, and use your 
shuttle to ferry Rebel prisoners 
back to your base. To keep Luke 
Skywalker under control, you will 
need to move him guarded by a 
squad of Stormtroopers. 

In the third mission, if you start 
by trying to meet up with Beri 
Tulon as ordered, you'll find it 
very difficult to stop him from 
getting to the Rebel camp once he 
decides to defect. Instead of send- 
ing your main force up the road 
that leads north, send infantry 
down the hill directly to the west 
and position your Heavy Artillery 
to destroy the turrets that com- 
mand the entrance of the bridge 
leading north. When the artillery 
has cleared the way, send troopers 
down to capture the bunker. Once 
you have captured the bunker, 
you can land units there and send 
them directly into the Rebel bases 
to the south. Start by sending in 
an AT-AT or two with a couple of 
AT-AAs for cover to do some seri- 
ous damage and rack up com- 
mand points. After you've 
destroyed the initial force guard- 
ing the western Rebel command 
center, the only real Rebel opposi- 
tion will be Y-Wings, so have 
plenty of AT-AAs in support. Once 
you have captured all of the Rebel 
facilities to the south, send your 
initial force towards Beri, and 
once he moves to defect, you will 
have no problem intercepting him 


Targeting an Ewok trap. 


AT-ATs rushing the shield generator at Hoth. 


when he walks into what is now 
your base. 


Escape from Kalaan 

Convert all the yellow 
Stormtroopers, and then have 
them capture the turrets and the 
command center. Before you leave 
the base, destroy the command 
center, and as your final act, 
destroy the mobile artillery, which 
will raise the alarm. When you try 
to capture the turrets along the 
canyon, always send your infantry 
downhill at them from the top of 
the adjacent mountain. Since you 
don’t have turret control, be sure 
to leave a Kalaanite rebel in each 
turret while you are nearby to 
operate it. While it is tempting to 
keep Luke Skywalker in the TR-MB, 
his force scan is very useful, and 
he can also take turrets very easily 
when you run low on troopers. 


Return to Ruul 
Be patient—the path that the two 
Imperial prisoner convoys take 
loops back twice—and pass the 
time converting Ruulian rebels 
before you take the Imperials on. 
Take the pass towards the west 
that lets you shortcut to the sec- 
ond loop, and have your force of 
Heavy Troopers (be sure to order 
more whenever you can) waiting 
behind the hill just in front of the 
road. Lob grenades at the Imperial 
vehicles, two at each AT-PT, and 
four at each AT-ST to destroy 
them. Once you get Beri Tulon into 
the mobile base, make a run for 
the evacuation point. Don’t dally 
to fight or destroy turrets because 
the Imperials will keep such a 
steady stream of troops coming at 
you that you will have a tough 
time getting reinforcements fast 
enough to counter. 

In the second Ruulian mission, 
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groups of AT-STs and PTs will peri- 
odically attack your starting posi- 
tion from the pass to the south- 
east, but 12 or more Heavy 
Troopers and their grenades will 
have no trouble taking them out. 
Meanwhile, make your way down 
the west side of the map to find 
the stolen walkers and convert the 
rebels. Move your mobile base to 
the Ruulian Adobe, and from there 
mount your attack on the com- 
mand center and the computer 
complex just on the other side of 
the mountains to the east. 


The Walker Gambit 

Don’t waste your money on air 
support because this map is 
loaded with anti-air turrets. 
Instead, focus on capturing the 
command center and anti-vehicle 
turret in the center of the map. 
That should bring an AT-AT from 
the northern range for you to cap- 
ture—have infiltrators nearby ina 
hover transport, send the trans- 
port behind the AT-AT and unload 


An AT-ST admires the new Death Star hanging in the Endor Sky. 


A Tydirium shuttle ferries troops to take the Government Center. 


it, and you should be able to easi- 
ly capture it with infiltrators to 
Spare. Two more AT-ATs will show 
up shortly, and it is possible to 
capture all three, but rather than 
fighting, get a head start with the 
first one and get it back to your 
base to finish the mission. 

In the second Walker Gambit 
mission, quickly fortify your base 
with turrets of all three kinds, and 
after you repel the initial ground 
and air assaults, begin working 
your way towards the Imperial 
command center in the northwest 
corner of the map. Use your AT-AT 
to clear the path towards the base, 
but, since you have to keep it alive 
to complete the mission, keep a 
repair droid nearby to repair it 
whenever it gets damaged. After 
you've captured that command 
center, work your way towards the 
lon Cannon in the western edge of 
the map. Use Y-Wings to destroy 
the anti-infantry turrets surround- 
ing it, and then send Beri Tulon in 
to finish the mission. The other 
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AT-ATs arrive at the Abridon Government Center. 


command center is in the south- 
west corner. 


Redemption at Abridon 
Create a force of Attack Tanks and 
use Swoops to scout targets for 
their proton missiles. In this way 
you can destroy just about every- 
thing the Imperials throw at your 
base early on before it even gets 
close. The Empire will eventually 
send an army that includes AT-ATs | 
your way. Try to destroy all ofthe | 
support vehicles and artillery 
before they get close, then have 
Infiltrators ready to capture the 
AT-ATs, which you can then use as 
the foundation of your offensive | 
force, along with Attack Tanks and | 
Hover Tanks for air cover. Take the 
base to the southeast first to gain | 
command points, and then take 
the Imperial base and Abridonian _ ! 
government center at the northern 
edge of the map. By the time you 
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Pounding the turrets at the bottom 
of the hill in Massacre at Abridon 3. 
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Shuttling the Rebel prisoners at 


Abridon 2. 


are ordered to escort the 
Abridonian leader, you should 
have virtually destroyed all of the 
Imperial forces on the map. Be 
sure to end the mission with Attack 
Tanks and Infiltrators you can use 
in the next mission. 

The second Redemption at 
Abridon mission, more than any 
other, requires bringing the right 
units with you from the previous 
mission. If you can load two 
Attack Tanks and some Infiltrators 
in the Hanger Bay, you may be 
able to shave off quite a lot of time 
from this mission, which also 
requires more patience than any 
other in the game. From your 
starting location, move your force 
to the bottom center of the map, 
and then use the secondary ability 
on your Scanner Jammer to reveal 
locations on the map, both scout- 
ing a clear path and showing tar- 
gets for your Attack Tanks’ long 


The Mobile Base making a run for 


it, AT-ST and PTs in hot pursuit. 


imperials attack a turret captured 
by Kalaanite Rebels. 


An AT-AT walks into the Imperial city after destroying the gate. 


range proton missiles. From the 
bottom, follow the path that leads 
northwest until you are just out of 
range of the Imperial base in the 1 
northwest side of the map. Keep | 
your heavy troopers ready foran 
attack by AT-STs and, in the 
meantime, patiently scan the 
Imperial base and destroy all of 
the vehicles and turrets from long 
range with proton missiles. When 
only the AT-AT is left, send ina 
Hover Transport with Infiltrators to 
capture it and destroy the rest of 
the base. Follow the road going by 
the base all the way to the top 
center of the map, where you will 
find the shipyard. Capture the 
shipyard, then send the A-Wing 
pilots, who you smartly had pro- | 
tected in a Hover Transport, indi- 
vidually to capture the A-Wings. 
Once you capture the shipyard, 
Imperial Forces may rush you, and 
you Il be ordered to destroy them | 
all anyway, so the more you can | 
kill before you capture the ship- 
yard, the better. Once you get the 
TR-MB, bring down Hover Tanks 
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anti-infantry turrets surrounding 
the lon Cannon. 


The stolen AT-STs and PTs in the 
Return to Ruul 2. 


for air defense and Attack Tanks to 
finish destroying the Imperials 
from long range with missiles. 


The Alliance Strikes Back 
There are two approaches to the 
shield bunker, located on the top 
north of the map: a heavily guard- 
ed pass to the northwest and a 
series of less heavily guarded 
passes on the northeast. After you 
destroy the shield generator, the 
Empire will throw all of its forces 
against the Ewok village to the 
east. You must defend the village, 
So it is just as well if you go ahead 
and destroy the Imperial forces 
and get the Empire to waste all of 
its command points before you 
destroy the shield bunker. First, 
use Chewie to take the AT-ST in the 
southwest corner. After Leia makes 
allies of the Ewoks at the bottom 
and center of the map, use the 
Ewok Gliders to destroy the 
Imperial heavy artillery on the 
western edge of the map. An AT- 
AT will be patrolling the area, and 
you Can use your AT-ST to distract 
it while your Infiltrators capture it. 
From this point, the Empire will 
send groups of forces out after 
you, including one AT-AT, until all 
of its command points are gone. 
Using the chin gun on your AT-AT 
and the Ewok Catapults, you 
should be able to destroy all of 
these forces. 


Siege of Coruscant 
Stick to the edges of the map as 
you use your infantry to find the 


Imperial caught between the Rebels 
and the Abridonians. 


Destroying an antenna at the Coruscant pole. 


antennas near the four corners of 
the map and your proton launch- 
ers to destroy them. Take the base 
in the center of the map, and, to 
blunt the counterattack on the 
way, quickly bring down anti-air 
turrets and hover tanks to counter 
the Imperial air attack. Use Attack 
Tanks to destroy the AT-STs, and 
Infiltrators to capture the two AT- 
ATs. Finally, destroy the new 
Imperial air platform and base in 
the northwest corner. 

In the second Siege of 
Coruscant mission, keep 
Infiltrators on hand to capture 
some of the steady stream of AT- 
ATs that will come after you. Use 
Scanner Jammers to reveal the 
locations of all of the turrets on 
the raised platform, and destroy 
them from long range using pro- 
ton missiles from Attack Tanks. 
Destroy the palace gates and 
capture the artillery turrets, as 
well as the command posts at the 
base of each platform. Once 
you ve destroyed all of the anti- 
air turrets on the platforms, you 
can use Airspeeders to scout for 
targets for long-range salvos 
from your Attack Tanks, eventu- 
ally clearing the way to send in 
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palace on Coruscant. 


The Rusty Eagles takes off after landing Heav 


| Hover Transports filled with heavy 
troopers to capture the buildings, 
starting with command centers 
and walker depots. 

In the final mission, as you 
gain command points, create two 
forces—one to defend your base 
and one to go up the east or west 
flank towards the Imperial 
palace. Air defense is critical at 
' your base, so have three or four 
Hover Tanks stationed there. If 
' you keep several Proton 
| Launchers and Attack Tanks on 
i: hand, you should have no trouble 
defending your base, especially if 
you have Y-wings on hand to 
freeze AT-ATs and Infiltrators 
ready to take control of them. Use 
the AT-ATs you capture, along 
with Attack Tanks and Hover 
Tanks, to create your second 
force. Send the second force 
along the eastern or western side 
of the map, destroying turrets 
and the walker factory, and cap- 
turing enemy command centers 
and artillery platforms. Once you 
capture the command center on 
the bottom of the map, below the 
Imperial palace, then you can 
land troops next to the palace 
and capture it.—Nick McElveen 
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= Might and Magic VIII: 
" Day of the Destroyer 


WELCOME TO YET ANOTHER SET OF CRUTCHES TO HELP YOU MAKE IT THROUGH NEW 
World Computing’s latest (re)iteration in its Might and Magic series. Of course, 
we begin with character creation. You are only allowed to create one charac- 
ter. Other characters already in the game fill out your party. The default start- 
ing character is a Knight, but a Dark Elf is a better choice. Select either a male 
or female Dark Elf. Rename your choice. Add Disarm Trap and Merchant skills, 
20 points in Accuracy, 10 in Endurance, and 14 in Might and Intellect. When 
you re finished, click the OK button. 
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You are only allowed to create 
one character. Other characters 
already in the game fill out your 
party. The default starting charac- 
ter is a Knight, but a Dark Elf is a 
better choice. Select either a male 
or female Dark Elf. Rename your 
choice. Add Disarm Trap and 
Merchant skills, 20 points in 
Accuracy, 10 in Endurance, and 14 
in Might and Intellect. When you’re 
finished, click the OK button. 


Gathering Your Party 
You are now just outside of the vil- 
lage of Blood Drop on Dagger 
Wound Islands. The Lizardman vil- 
lager near you advises you to 
report to the Caravan Master 
Dadeross in the Clan Leader Hall. 
Turn to the east to see a foun- 
tain in the distance. The Hall is just 
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' beyond it. Once there, Dadeross 

' asks you to report to Elgar 
Fellmoon in Ravenshore. Until you 
find a ship to take you to 
Ravenshore you cannot complete 
this quest. 

Brekish Onefang, the Lizardman 
Clan Leader, asks you to take a 
portal stone to a cleric named 
Frederick Talimere. His hut is the 
third one further along the path. 
Ask him to join your party and 
then continue along the path to 
the Adventurer’s Inn. Hire both 
Elsbeth Lamentia the Vampire and 
Devlin the Necromancer. 

There is one more adventurer in 
Dagger Wound. Return to the Clan 
Leader Hall. Facing it, step onto 
the platform to your right. It is a 
portal to another portal near an 
almost continuous battle between 
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Create a Dark Elf as your start up character. 


Pirates and Lizardmen. Skirt the 
battle by climbing to the top of 
the crater and down to the three 
huts southeast. Step on the portal 
to the northeast of the three huts. 
Avoid the pirates on this second 
island and skirt its shore to find 
three huts and a portal. The portal 
takes you to a third island, near 
the Abandoned Temple. Enter it 
and ask Simon Templar, the Knight 
you find there, to join your party. 


Mapping 

Explore and label your environ- 
ment. When you enter a trainer’s 
house, its location is automati- 
cally sent to a data base anda 
blue circle placed on the map 
marking its location. Click on the 
other two names under the train- 
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er’s name to put their locations 
in the database. Access the data- 
base by clicking on the map, 
then the quill and scroll icon to 
the right, and finally click on the 
last icon in the row of icons that 
now appears. 

The other icons on the map 
screen give you access to other 
game information about barrels, 
wells, fountains, potions, and 
Obelisks. The dagger icon above 
the hour glass keeps track of quests 
you have been assigned (the com- 
pleted quests as well as the loca- 
tion of Arcomage games you’ve 
won are stored under Awards in 
the character screens). 

Another useful map feature is 
that you can write notes and mark 
their location with a red circle on 
the map. You access the note by 
clicking on the red circle. You 
should use this feature to identify 
the locations of all temples, train- 
ing halls, as well as weapon, 
armor, magic, and herbal and spell 
shops. It’s also useful to identify 
the location of all quest givers. 


Dagger Wound Quests 

When you've finished mapping 
you'll have run across the quests in 
Table 1. 

You will also have run across the 
fountain (heals hit points), and 
three wells. One well boosts a char- 
acter’s Luck attribute by two points 
a sip to a maximum of 16 points. 
Have each of your characters boost 
their luck at this well. Another well 
only temporarily boosts intelli- 
gence. The third rewards you with 
1000 gold, if the party has less 
than 100 gold and anyone in the 
party has more than 14 Luck. Play 
and win a game of Arcomage in 
the Inn. Winning is part of a quest 
you are given in Ravenshore. 


[clockwise from top left] You are now just outside of the village of Blood Drop on 


Dagger Wound Islands; Turn to the east to see a fountain in the distance. The 
Hall is just beyond it; This is one of the stone portals that eventually take you 


to the Abandoned Temple; The Abandoned Temple. 
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the floor. 


TABLE 1 
Aislen 
Tisk 
Rohtnax 
Hiss 
Languid 


Alchemy 

The Necromancer has the latent 
ability to become a Grand Master 
in Alchemy, so give him all the 
reagents you find. Widowberries 
are red, Poppy Pods are yellow, 
and Meteor fragments are blue. 
When these reagents are com- 
bined with an empty potion bot- 
tle, the red potions heal, the blue 
potions provide mana, and the 
yellow potions cure weakness. 

There are plenty of empty 
potion bottles in the crates on the 
wagon Caravan. 

Keep reagents of each color 
not combined with a potion bot- 
tle on hand for making potions. 
Thistle offers to mix a Pure Speed 
Potion for you if you have four 
reds, two blues, and one yellow 
reagent on hand. The Pure 
potions boost an attribute by 50 
points permanently. 


Attribute Barrels 

The barrels of different colors 
boost attributes by two points a 
barrel. Clerics and Vampires need 
to drink the blue ones, while 
Necromancers and Dark Elves need 
to drink the orange [See Table 2]. 


Skills 


Your beginning party already 
knows most of the skills they need. 
However, your Dark Elf needs to buy 
Sword, Chain, and Shield while in 
Blood Drop. Buy Bow skills for 
everyone else and get them all bows 
as soon as you can [See Table 3]. 
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After dropping through the floor a third time, a red path will appear on 


Give potions for Yellow Fever victims on outer islands 
Bring Prophecies of the Snake from Abandoned Temple 
Find his brother Isthric the Tongue on outer island 
Bring Idol of the Snake from Abandoned Temple 


Bring Potion from Smuggler's Cove in Ravenshore 


After finishing quests and fight- 
ing Pirates, train in the Training 
Hall and then invest your skill 
points primarily in skills in which 
the characters can become Grand 
Masters. Right click on a skill in 
the character's Skill menu to 
determine what level of skill the 
character can attain. It takes four 
skill points to become an Expert, 
seven to become a Master, and ten 
to become a Grand Master. Invest 
in the skills found in Table 4 first, 
particularly the first two rows. 

Skills may also be developed 
with magic items, weapons, and 
armor. When your Necromancer is 
a Master of Water Magic he can 
buy the Enchant Item spell, and 
enhance what you find. 


Abandoned Temple 

When your Dark Elf is level four, 
your party should be strong 
enough to tackle the Abandoned 
Temple. Have poison cure potions 
on hand (mix red and blue). Enter 
and go down the stairs. At the 
bottom another set of stairs leads 
to a room with four alcoves. Each 
alcove has a button. Press the but- 
tons to activate a stair unit to the 
next doorway. 

Two of the walls will flash red. 
Open these secret rooms and have 
your Dark Elf open the treasure 
chests (you have been giving 
points to Disarm Traps, right)? 
One of the chests contains the 
book, Prophecies of the Snake. 

The next room has an illusion- 


Eo 


Left wall the mountain and ride this teleport back to the Clan Building. 


ary floor that you can fall 
through. The red ceiling tiles indi- 
cate the safe path to travel. You 
can also cast Feather Fall, fall 
through, kill the creatures below, 
return, and fall through again. 
After the third time, a red path 
will appear on the floor. 

The objects in the corners of this 
room are treasure chests. It’s pos- 
sible to open all of them 

The next room has sliding floors 
that slowly slide into the walls 
after you've clicked on the exit 
door. Run around pressing the 
eight glowing buttons on the walls 
to open the door before you run 
out of floor. 

Next is a door to the south that 
leads through a series of doors to a 
cave with a secret niche (flashes 
red) that contains the book, 
Prophecies of the Sun, a promotion 
quest item for the Snowtree resi- 
dence in Murmuring Woods. 


TABLE 3 

LOCATION ITEMS FOR SALE 
Weapon Shop Weapons 
Armor Shop Armor & Shields 
Magic Shop Small magic items 
Alchemist Potions 
Temple Healing 
Tavern Food 
Training Hall Training 

Self Magic Cleric Spells 
Elemental Magic Necro Spells 
TABLE 4 

DARK ELF NECROMANCER 
Disarm Trap Water Magic 
Merchant Alchemy 

Dark Elf Ability Dark Magic 
Repair Item Fire Magic 

Bow Staff 
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TABLE 2 

COLOR 

Blue Personality 
Orange _ Intellect 
Green _ Endurance 
Purple Speed 
White Luck 
Yellow Accuracy 
Red Might 


ATTRIBUTE BOOSTED 


There’s also a rather large dia- 


mond in the cave. 


Back in the hall travel east into 
a room with floor traps. Avoid 
stepping on the red squares. 
Along the room’s left wall is a 


' small Red Square next to a large 


Red Square. The large square is a 
button that opens a wall niche 
behind you. Inside is the Idol of 


the Snake. 


Climb the stairs and exit the 


SKILL PRICE 
Different Weapons 500 
Armor & Shield 500 
Identity item, Repair item 500 
Alchemy, Identity Monster 500 
Merchant, Regeneration 500 
Disarm Trap, Perception 500 
Body Building, Armsmaster 500 
Learning 1000 
Meditation 1000 

CLERIC VAMPIRE 

Body Magic Vampire Ability 

Light Magic Dagger 

Spirit Magi Sword 

Mind Magic Regeneration 

Mace Chain 
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What a well-labeled map looks like. 


Temple. A ship waits to take you to 
Ravenshore. First, left-wall (hug 
the left side of) the mountain and 
ride the teleport back to the Clan 
Leaders Hall. Finish your Blood 
Drop quests, now that you have 
the items you need, finish your 
training and teleport back to the 
ship and board it. 

Once you've docked in 
Ravenshore follow the shoreline 
north to the bridge and cross it. 
Follow the cobbled path to the 
west and pick up a supply of food 
from The Dancing Ogre tavern 
(win a game of Arcomage while 
you’re there). Scoot back down to 
the river and follow it past 
Smuggler’s Cove to Garrote Gorge. 


Garrote Gorge Quests 
[See Table 5] 
At the bridge in Garrote Gorge 
climb down to the river and follow 
it north to Dragon Cave. Pick up 
any Dragonbane flowers you see 
along the river. Strip Simon 
Templar of anything you can use 
and dismiss him. Enter the cave 
and left wall it a short distance to 
a black opening. Click on it and 
ask Ithilgore the Dragon to join 
your party. 

Turn in the Dragonbane Flowers 
for rewards and get back to 
Ravenshore. The other quests are 
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too tough for you now except for 
the Dragonbane Flowers. The 
Dragon Abilities teachers (and 
quest givers) are in Dragon Cave. 
Climb down the ramp to the right 
of the entrance. 

Map the village and castle 
before you go, picking up 15 
points of Fire Resistance and 
Accuracy from two of the wells. 
Collect horseshoes near every 
stable in the game. They are 
worth two skill points each. 

The Grand Temple of Eep up the 
path to the north from the bridge 
contains a cheese in a cave behind 
the chapel altar. A button on the 
side of the desk in a nearby bar- 
racks opens the secret door. 


Ravenshore Quests 

[See Table 6] 

Arion Hunter is in Smuggler’s 
Cove. Explore and loot the entire 
cave before talking to Hunter. The 
Anointed Herb Potion you need to 
give to Languid back in Dagger 
Wound Islands is in one of the 
Cove chests. 

Report back to Fellmoon after 
you ve delivered the letter to Arion 
Hunter. He'll quest you to report to 
Bastian Loudrin of the Merchant 
House in Alvar. 

Maddigan the Tracker is in a 
house near the Dancing Ogre. To 


The secret entrance to the cheese now opens in The Chapel of Eep. 


[clockwise from top left] Treasure chests near one of the three hut groups; Sailing 
to Ravenshore; The entrance to Smuggler’s Cove in Ravenshore; Exterminate 
the Dire Wolves in Ravenshore in and outside of their den. 


TABLE 5 

Scarwing / Scarwing’s Cave 
Calindril / Calindril House 
Zelim / Foestryke House 


Avalon / Avalon House 


Flame-eye/ Ishton’s Cave 


destroy the Dire Wolves you must 
invade their den located along the 
north mountain wall. The Bone of 
Doom is inside a chest in the Dire 
Wolf Cave. You need it later for a 
Shadowspire quest. Maddigan 
buys Dire Wolf Pelts. 

It’s not necessary to get clues 
from the nine Obelisks in order to 
open the Vault of Time, although 
that’s how you get the following 
information. Be in Murmurwoods 
near the poisoned well on any June 
24 between 5a.m. and 9 p.m. to kill 
the Unicom King and get his key. 

The Chapel of Eep in the west 
looks like a Mickey Mouse head on 
the map. There’s cheese in one of 
the chests behind the flashing red 
wall to your left as you come from 
the chapel. 

The flute in the Tomb of Lord 
Brinnie (click on his sarcophagus) 
provides access to a secret 
entrance into New World head- 
quarters late in the game. 

Shop for Cleric spells in the Self 
Magic Shop. It’s the only shop in 
the game that has all the 
advanced Cleric spells. Save a 


TABLE 6 

Elgar Fellmoon 
Elgar Fellmoon 
Arion Hunter 
Maddigan 
Lathius 

Tonk Blueswan 


Arion Hunter 
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Wants a Dragonbane Flower from riverbanks 
Wants a Dragonbane Flower from riverbanks 

Get Drum of Victory from Naga Vault 

Kill all Dragons (not pets) outside of Dragon Cave 
Kill all Dragon Hunters outside of the Castle 


game before shopping, then 
reboot until the shop offers the 


' spells you want. 


Alvar Quests 

[See Table 7] 

Take the path that goes north past 
the Seer to get to Alvar. 

Killing all the Ogres includes 
those in the Ogre Fortress. A but- 
ton in the wall across from the 
throne clears the way to the base- 
ment and Arion Hunter’s daugh- 
ter. Make your Dragon a Master of 
Dragon Abilities as soon as you 
can so he can fly you to the top 
of the plateaus in Alvar. The 
remaining Ogres you need to kill 
are up there. 

The cheese quest involves loot- 
ing the Chapel of Eep in 
Ravenshore, the Church of Eep in 
Ravage Roaming, and the Grand 
Temple of Eep in Garrote Gorge. 

You should also have enough 
skill points in Water Magic to 
Master the skill and get the Town 
Portal spell (the Elemental Spell 
shop in one of the towers in Alvar 
sells all the advanced elemental 


Deliver a letter to the Arion Hunter in Smuggler’s Cove 
Report to Bastian Loudrin in the Merchant House in Alvar 
Rescue his daughter in the Ogre Fortress in Alvar 

Kill all Dire Wolves/bring him pelts 

Recover shield Eclipse in Necromancer’s Guild/Shadowspire 
Win game of Arcomage at all eleven taverns in game 
Deliver letter to Stanley at Pirate's Rest in Regna 
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Push the button opposite the throne upstairs to lower these pillars guarding 
the basement entrance in the Ogre Fortress of Alvar. 


TABLE 7 
Bastian Loudrin 
Keldon 


Asael Fromago 


spells you need). 

Hopefully, you have two reds, 
three blues, and three yellow 
reagents on hand to get Rihansi to 
make you a Pure Luck potion. 

Kill all the wasps on a level, and 
then stand under a hole baiting 
the wasps on the level above to 
come to you. Then jump up to the 
next level and repeat. There’s a 
buyer for the Wasp Jelly in the 
lronsand Desert. 

You can walk east from Alvar to 
get to the lronsand Desert or north 
from Shadowspire. 


Shadowspire Quests 

[See Table 8] 

Kelvin will give you a Pure 
Intellect Potion if you have one 
red, two blues, and four yellow 
reagents. 


lronsand Desert Quests 

Your main task is to speak to 
Overdune. He quests you to place 
an Urn in the Troll Tomb (to the 
north). Left wall it to find the room 
to place the urn. 

Dismiss a party member before 
you return to Overdune and ask 
him to join your party. After 
you ve taken him to Bastian 
Loudrin in the Merchant House of 
Alvar you can dismiss him and 
pick up your other party member 
at the Adventurer’s Inn in 
Ravenshore. 

Talion will give you a Potion of 
Pure Endurance if you have two 
reds, four blues, and one yellow 
reagent on hand. 

Pole gives you Fire Resistance 
potions and asks you to deliver 
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Bring him a witness from the Ironsand Desert 
Kill all the Ogres in Alvar 
Bring him three rare cheeses 


them to the six southern houses 
in the village. You will need 
extra potions, however. Your 
Necromancer should be skilled 
to the Master level in Alchemy 
by now. The formula for one 
potion of Fire Resistance is to 
add a red potion to an orange 
and add a yellow to a green. 
Then add the two layered 
potions with each other. 


Murmurwoods Quests 
Murmurwoods is north of Garrote 
Gorge. Have everyone sip from 
the Personality well to the maxi- 
mum of 15 points. 

Tonk will exchange a Potion of 
Pure Personality for one red, four 
blue, and two yellow reagents. 
Since your Dark Elf needs to have 
50 personality skill points in 
order to become a Merchant 
Master, give it to her. 

Entering the Druid Circle is not 
necessary for any quest. Nor is 
the Druid’s Crown within of any 
use to anyone. 


Ravage Roaming 

Ravage Roaming is west of Garrote 
Gorge. Galvinus makes a Potion of 
Pure Accuracy in exchange for two 
red, one blue, and four yellow 
reagents. 

The Dread Pirate Stanley has set 
his treasure chests in the midst of 
a herd of Gorgons in the south- 
west region of Ravage Roaming. 
It's easiest to fly over the chests, 
kill all the Gorgons, and then loot 
the six chests. 

Promotion Quests 
Since your party members can’t 


Clearing out the Wasp Nest isn’t part of any quest, but you can sell the Jelly. 


get to Grand Master level in some 
skills until after they’ve been pro- 
moted, it’s a good idea to do the 

following promotion quests: 

Give Snowtree in the 
Murmurwoods the Prophecies of 
the Sun book from the 
Abandoned Temple to have your 
Cleric promoted. 

Talk to Redreaver to get the 
promotion quest to Great Wyrm. 
Kill all the Dragon Hunters in 
Garrote Gorge and give 
Redreaver (perhaps in the 
Merchant House in Ravenshore) 
the Sword of Jeric Whistlebone. 

Talk to Relburn Jeebes in the 
Blackthorne Estate in Alvar about 
Caurie Blackthorne. Get several 
Stone to Flesh scrolls from 
Dantillion in Murmurwoods. Caurie 
is one of the stoned statues north- 
east of the Druid Circle. Revive her 
and she promotes your Dark Elf. 

Taleshire in Shadowspire wants 
the Lost Book of Khel from the 
Uplift Library on an island in 


TABLE 8 
Tantilion 
iseldir 


Halien 


southeast Dagger Wound. You 
must also retrieve and give him a 
Lich Jar from the Mad 
Necromancer’s Lab in northwest 
Shadowspire to have your 
Necromancer promoted. 

Lathaen in Shadowspire wants 
both the Remains of Korbu from 
the Cyclops Larder in the lronsand 
Desert and the Sarcophagus of 
Korbu from the Crypt of Korbu in 
Ravage Roaming, before he pro- 
motes your Vampire. 

You get experience but no pro- 
motions if you finish the Troll, 
Minotaur, and Knight promotions 
without having any in your party. 
Volog Sandwind in Schmecher’s 
Hovel in the lronsand Desert sends 
you to the Ancient Troll Home in 
Murmurwoods. Kill everything inside 
and return to Volog for your reward. 

Tessalar in Ravage Roaming’s 
Balthazar Lair wants the Axe of 
Balthazar from the Dark Dwarf 
Compound in Alvar. Take the Axe 
first to Dadeross in Dagger 


Bring him the Bone of Doom from Ravenshore 
Bring the Puzzle Box from the Mad Necromancer’ Lab 
Bring the Vial of Grave Dirt from the Vampire Crypt 
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[clockwise from top left] One of the statues near the Druid Circle is Caurie; The but- 
ton on the desk opens the cave behind the chapel in Garrote Gorge’s Grand 
Temple of Eep; The treasure chests of Dread Pirate Stanley are in Ravage 
Roaming; The spell, Town Portal, allows you to teleport to some of the towns 
and villages whose fountains you’ve sipped. 
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Wound’s Clan Leader’s Hall to have 
the Axe authenticated before 
returning it to Tessalar. 

Leane Stormlance in Garrote’s 
Gorge asks you to find her father, 
Blazen Stormlance, and his spear 
Ebonrest. Both of them are in the 
Mad Necromancer’s Lab. Talk to 
Blazen and then go to Ravenshore 
and get him the Gem of Restoration 
from the Dervish (last house in the 
settlement across the bridge). 


Forging the Alliance 
After you've taken Overdune to 
the Merchant House of Alvar it’s 
time to forge an alliance. Talk to 
Deftclaw Redreaver down the 
ramp from the cave of Dragon 
teachers in Garrote Gorge. Get the 
Dragon's Egg from the Barbarian 
Fortress in Ravage Roaming for 
him. There is a button in the 
Fortress basement that opens the 
secret panel near the egg. 

You must have Dyson Leland 
(ride an elevator up to his room in 
the Necromancer’s Guild) in your 
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This is the Uplifted Library in southeast Dagger Wound. 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
! 
| 
| 
| 
i} 
| 
| 
i} 
| 
| 
| 
| 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


party. Talk to Oscar Tyre in the 
Temple of the Sun in 
Murmurwoods. Destroy the 
Skeleton Transformer inside 
Shadowspire’s Necromancer Guild 
for him. 

The entrance to the Transformer 
room is through the flashing red 
wall opposite the entrance to the 
Guild. Lower the five levers from 
left to right in the following order: 
one, three, two, five, and four. 
Then push the button on the wall 
to the left. The door closes. Bar it 
and walk towards the transformer. 
Dyson Leland automatically 
destroys it. Return to Tyre with the 
good news. 

Finally, go to flooded 
Balthazar Lair in Ravage Roaming 
and push levers in the following 
order: A, B, CE, 6, OB, ], GE, F, 
D, |, C. Then push the lever (not 
labeled) at the bottom of the Lair 
to drain the last of the waters. 
They give you access to the 
grateful Minotaur Leader’s House. 
He joins the Alliance. 


am. 


ai: pr 
aS . a Sn 


You sink the Pirate Fleet by pushing this white button (with a cannonball in 


your inventory). 


Return to the Merchant House in 
Ravenshore to get your next quest. 


Alternate Allies 

You may ally with the 
Necromancers by getting the quest 
from Sandro (up the right elevator) 
and taking Dyson Leland to the 
Temple of the Sun. Near the 
entrance to the Temple press the 
flashing red button on the wall. 
Downstairs find the open trap to 
the basement. Grab the Nightshade 
Brazier and use your Town Portal to 
quickly teleport out. 

If you choose to ally with the 
Dragon Hunters, get the quest 
from Quixote in his Garrote Gorge 
castle, and then bring him the egg 
from the Barbarian Fortress. 


Regna 
After the Council informs you that 
the Pirates have established an out- 
post, fly to the southeast corner of 
Dagger Wound, enter the outpost 
and ride the submarine to Regna. 

Win the last Arcomage game 
required in the tavern. Drink from 
the waters of the fountain to acti- 
vate Regna on your Town Portal 
map and then return to 
Ravenshore. Kill all the invading 
Pirates in the town on both sides 
of the bridge, or all doors in town 
are locked to you. 

Visit the Council in the 
Merchant House to get the next 


This is the Gateway to the Plane of Air in Murmurwoods. 


You find the Heart of Air. 


[clockwise from top left] You drain the water from Balthazar Lair; The secret button 
in the Temple of the Sun; Flying over the Pirate Outpost in southeast Dagger 
Wound; Riding the submarine to Regna. 


quest: sink the fleet of pirate 
ships. This requires going back to 
Regna and finding the Cannonball 
in a chest in the Abandoned Pirate 
Keep at the top of the hill over- 
looking the village. With the 
Cannonball in your inventory press 
the button on the cannon pointed 
at the fleet. 

Your next Council quest is to 
find Xanthor who is in one of the 
hostels near the Red Crystal. 


The Planes 

Xanthor needs the four Hearts that 
are in the planes, so he can make 
a key for you to open the Red 
Crystal. The planes are also where 
you find the Grand Master teach- 
ers for your Necromancer’s ele- 
mental spells. 

You can become a Grand 
Master in Air Magic without meet- 
ing any of the Air Elementals. Fly 
to the clearing in north 
Murmurwoods. Enter and follow 
the path to your right. The teacher 
is through the entrance of the 
building, along a circular catwalk 
to a door on the other side. 

Use the Invisibility spell (a 
Grand Master of Air gets nine 
hours) to explore the Water Plane 
in Ravage Roaming. The Gateway 
is in the water beneath the 
Barbarian Fortress. The Grand 
Master teacher at the end of a 
winding path north, and the Heart 


of Water is at the end of another 
path, northeast and at the apex of 
an open structure. 

The Heart of Air is in the Castle 
of Air to the left of the entrance. 
You'll have to fight your way to 
the north, up the stairs to your 
right and through the second 
room to your left. The chest with 
the Heart is behind a flashing 
red panel (your Dragon should 
be a Grand Master of Perception 
by now). 

The entrance to the Plane of 
Earth is in the southeast corner of 
Dagger Wound. The plane is one 
continuous cave. Use the invisibil- 
ity spell to find the Grand Master 
of Earth Magic. The Heart of Earth 
is down the elevator and then up 
the stairs. The stairs are guarded 
too closely for you to remain 
invisible at that point. Use the 
Shrinking Ray to chop the guards 
down to size. 

Travel to the lronsand Desert. 
There is an underground tunnel to 
the Plane of Fire gateway, but it’s 
easier to fly to it. It’s on an island 
in the middle of the lake of Lava in 


The Death of the Destroyer. 


The Control Panel inside the Red Crystal. 


the north. The Grand Master of Fire 
Magic is in his house to west, not 
quite in the northwestern corner. 
The Castle of Fire is in the north- 
western corner. 

Again, use the Invisibility Spell 
to get to the Fire Magic teacher's 
house, but fight your way 
through the Castle of Fire. To acti- 
vate the elevator just inside the 
entrance, have your Vampire 
Levitate the party and go left. 
Follow the path and jump onto a 
sinking pillar. Jump onto the path 
and double back to the elevator. 
Ride it up and follow the path 
onto another elevator that goes 
down to a room with several 
chests and a tunnel entrance. 
Open the chests and then hop 
over to the tunnel entrance. 

The tunnel leads to a narrow 
room with a button on a post and 
a lava waterfall at the far end. 
Press the button and then leap 
through the waterfall into a room 
with a teleporter. Ride the tele- 
porter to a lava tunnel. Walk 
through it to another teleporter 
that whisks you to the Heart of Fire. 
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The Large Dagger and Escaton’s Palace. 


The Plane Between Planes 
Xanthor takes the four Hearts 
from you and gives you the 
Conflux Key. Use it to enter the 
Red Crystal. Fight your way 
through to a room with a 
Teleporter and a Control Panel. 
The crystal levers on the Panel 
must be pressed in the same pat- 
tern as the button reveals. From 
left to right, the sequence is one, 
three, two, one, two, three, one, 
three, and one. 

Step between the two posts and 
teleport to the Plane Between 
Planes. This plane is where you 
find Escaton, the Mage, who creat- 
ed the Red Crystal and the Plane 
Gateways. He’s in his Palace, the 
large domed building close to the 
Large Dagger. 

Thoroughly explore the Palace, 
opening all the doors, flipping all 
the levers. Eventually you'll find 
Escaton. The answers to his three 
riddles are “Prison,” “Inside,” 
and “Egg.” 

Escaton gives you the keys to 
the cell doors keeping the 
Elemental Lords imprisoned. The 
prisons are small and uncompli- 
cated. You must release all four 
Lords and then return to 
Ravenshore through the Red 
Crystal to win the game. 


Extras 
Three named Dragon Caves are 
scattered throughout the game 


TABLE 9 
POTION RECIPE 
Pure Luck 

Pure Intellect 
Pure Personality 
Pure Speed 

Pure Endurance 
Pure Accuracy 


Pure Might 
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besides the one in Garrote Gorge. 
They aren't part of any quest but 
do have artifacts and treasure 
which take high Disarm Trap 
skills to open. There is a Dragon 
inside each cave who will join 
your party if you wish, and your 
party is strong enough as well as 
being allied with the Dragons. 

Ilsingore’s cave is in the 
northwest corner of lronsand 
Desert. Flamdring, a level 15 
Dragon, will join your party. 
Yaardrake’s cave is in the north- 
east corner of Shadowspire. 
Brimstone, a level 30 Dragon, 
will join your party. Old Loeb’s 
cave is on the second Regna 
Island, in the north. Duroth the 
Eternal, a level 50 Dragon, will 
join your party. 

The Dragon's Cave in Garrote 
Gorge has a treasure room down 


| the second ramp left of the 


entrance. All of the Dragon Caves 
are filled with Dragons; most 
with over 1000 hit points. 

In the Plane of Planes, use the 
Flute you found in the 
Sarcophagus in Ravenshore to 
open a path into the New World 
offices if you like to visit every 
nook and cranny of a game. 

Table 9 is for a Grand Master 
in Alchemy. It demonstrates 
how to mix the Pure Potions 
that permanently alter statistics 
by 50 points for the better. 
—Andy Backer 


Blue and Purple + Green mixed with Yellow and Orange 
Yellow and Green + Green mixed with Orange 

Blue and Green + Green mixed with Purple 

Red and Orange + Orange mixed with Purple 

Blue and Purple + Purple mixed with Green 

Yellow and Orange + Orange mixed with Green 

Red and Purple + Purple mixed with Orange 
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A look at the welcome screen. 


Majesty 


When a Marketplace comes under attack, it temporarily stops generating gold. 


LEARNING TO INFLUENCE ON-SCREEN CHARACTERS, OVER WHICH YOU HAVE NO 
direct control, is a fascinating experience rarely encountered in computer 


games. In Majesty, you control exactly no one—and this feature makes a sea- 


soned player's experience especially useful. In this guide, we’ll walk you 
through a sampling of the game’s first few levels, and then conclude with a few 


sections of overall strategic goodness. 


LEVEL: THE BELL, THE BOOK, 
AND THE CANDLE 

Skill: Beginner 

Objective: Three structures on this 
map each contain one of the items 
mentioned in this level’s title. The 
structures must be destroyed in 
order to reclaim the special items. 
Suggestions: While the narrator 
suggests you begin with this level, 
it is actually a bit more difficult 
than the other Beginner levels, 
especially if you are plunging in 
for the first time. The game offers 
little help besides the scrolls that 
occasionally appear above build- 
ings. This walkthrough will help 
you succeed, if this is your first 
time playing. 

Things to especially note if you 
are brand new at the game: 
Buildings can be (and should be) 
upgraded. 

Most support buildings, like 
Marketplaces and Blacksmiths, 
can research improved weapons 
and potions. 

You begin this level with a dis- 
tant Trading Post. From time to 
time, a caravan will make its way 
from the Trading Post to your 


Check how much gold a Caravan carries before spending gold to save it. 


Marketplace, carrying a nice 
amount of gold. Once you have 
built a Marketplace, you can con- 
struct your own Trading Posts. The 
farther away you place them, the 
more revenue they generate—that 
is, if the caravans aren't waylaid 
along their paths. 

You might want to remove 


| 


Trading Posts from your “tax loop” 


if they are a fair distance away. 
Tax Collectors wander from build- 
ing to building gathering gold, 
and because they walk slowly, 
they are quite susceptible to being 
killed by monsters. Taking a 
Trading Post out of the loop will 
help protect these weak hench- 


men. When the coast is clear (that 
is, there are no monsters between 
the Trading Post and your Palace), 
you can order one of your Tax 
Collectors to make a one-time visit 
to collect the money. 

Although essential for your 
economy, Tax Collectors are actu- 
ally expendable. If one dies, 
another will spawn from the Palace 
to take his place. If one of your 
Tax Collectors comes under attack 
by a creature fast enough to dam- 
age him, check to see how much 
gold he is carrying. Suppose he is 
only carrying 200 gold, and you 
put a 500 gold reward on his 
attacker—even if you save him, 
you will lose 300 gold. Think 
before you click. 

Since you do not start with a 
Marketplace, you should build one 
and upgrade it as soon as possible. 
Note that every Palace you build 
has only one entrance, and that 
entrance will be along the south- 
west wall. Because your 
Marketplace generates the most 
revenue, try to put your 
Marketplace near this entrance. This 
minimizes the distance between 
your Palace, where the Tax Collector 
drops off your gold, and your 
biggest source of revenue. 

To upgrade your Marketplace, 
you will first have to research 
every possible Marketplace 
advancement. Although you will 
not need to build multiple 
Marketplaces on this level, you 
should feel free to—in levels to 
come, this will be essential. In 


addition to your Marketplace, 
construct a Rangers Guild and 
recruit your limit of four Rangers 
to do your exploring for you. 

Gold is fairly plentiful on this 
level, and you will be able to 
build, upgrade, research, and 
recruit to your heart's content. 
Your Marketplace and Blacksmith 
in particular should be beefed up, 
and you should keep as many 
heroes as you can recruit busy on 
the battlefield. You will probably 
benefit from two more 
Guardhouses near your 
Marketplace. Your Guardhouses 
can research Arrows, and they can 
be upgraded, both of which are 
well worth doing. , 

As your heroes uncover the three | 
structures that must be destroyed, 1 
flag them for Attacks (they needn’t | 
be large rewards to attract your 


A level one Palace may be 
upgraded to level two when you 
have four or more heroes on your 
side. The benefits of a level two 
Palace include the ability to build 
Temples. Certain Temples cannot 
coexist with others, as the manual 
indicates. A level two Palace also 
gives you two Tax Collectors and 
an extra pair of Peasants, invalu- 
able additions to your economy. 
Having a second Tax Collector 
gives you added protection—if one 
dies, he’s likely to be carrying only 
half the money that a single 
Collector would have had—and it 
hastens the gathering of taxes. 

Note that a level two Palace 
may be upgraded to level three 
when you have twelve or more 
heroes out adventuring. You will 
have plenty of gold throughout 
this mission, so keep four of each 


Tax Collectors are the foundation of your economy. 


heroes—two or three hundred will 
do). Your heroes will automatically 
pick up the special items that are 
revealed. Once you have collected 
all three, the level will end. 


LEVEL: FORSAKEN LAND 

Skill: Beginner 

Objective: An Evil Castle some- 
where on this level must be 
destroyed in order to put an end 
to the murderous pursuits of the 
local monsters. 

Suggestions: You begin this level 
with a Rangers Guild and a 
Marketplace already constructed. 
Recruit your limit of four 
Rangers, and they will begin to 
explore the map. While they are 
exploring, build a Guardhouse 
beside your Marketplace, and a 
Warriors Guild nearby. Recruit 
your limit of Warriors to give 
your army some beef. 


kind of hero on the map at all 
times. Build another Guardhouse 

in town if your enemies start to get 
the upper hand. Don’t worry about 
posting Explore rewards, as your 
Rangers will do the job quickly 
and well. 

Once you've located the Evil 
Castle, plop an Attack flag on it 
and your heroes will take care of 
business. Destroying the Castle 
ends the mission. 


LEVEL: THE WIZARD’S CURSE 
Skill: Beginner 

Objective: A rival Wizard, upset 
that a prized spell book has been 
stolen, asks you to recover it. You 
can do so by arresting all of the 
“hooligans” on the map (your 
heroes will automatically arrest 
them), at which point the Wizard 
will give you a quest to complete. 
Alternatively, you may decide just 


| to give the Wizard what-for, and 
attack his tower. 

Suggestions: You begin this level 
with just a Palace, so this is a good 
level to practice building from the 
ground up. In order to protect 

' your new buildings from mon- 

| sters, build two Guardhouses (and 
upgrade them fully) while you 

| build a Marketplace between them 
| (also upgrade this fully). Then 

| build a Rangers Guild and a 

| Warriors Guild and recruit your 
limit of both kinds of heroes. 

Now build a Blacksmith 
(upgrade it) and an Inn, which 
will allow you to build an Elven 
Bungalow. Elves will rule this map 
with their ranged attack and 
speed. Research Amulets of 
Teleportation at your Marketplace 
so that your heroes can escape los- 
ing battles quickly. You won't be 
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three level 3 Marketplaces and a 
level 2 Palace to generate sufficient 
income. Start out by building sev- 
eral Guardhouses in a perimeter 
around your Palace, with sufficient 
room to build between the 
Guardhouses and the Palace. Build 
a Rangers Guild and recruit a cou- 
ple of these quick explorers to help 
enlarge your territory. 

The economic route requires 
patience and defensiveness. Just 
Rogues, Warriors, and Rangers 
will be sufficient to defend your 
town. The enemy elves are wusses 
when it comes to Guardhouses 
that can fire arrows, so upgrade 
your Guardhouses until they fire 
arrows, and no further. Veteran 
Guards are unnecessary. 

When you can, build a Trading 
Post in the quiet corner behind 
your Palace, and protect it and the 
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Your heroes learn spells at the Library, which is much less expensive than 


casting the spells yourself. 


able to research any Temples on 
this level, so the Amulets are the 
next best thing. 

Construct a second Marketplace 
when you can afford it, and settle 
back for a bit to gather your 
money. Max your hero recruits 
(perhaps adding a Rogues Guild), 
and you should be able to accom- 
i plish one of the two objectives. If 
' you end the game by solving the 
Wizard's quest, you might want to 
keep playing and try destroying 
his temple for fun. 


LEVEL: ELVEN TREACHERY 
Skill: Advanced 

Objective: The Elves have captured 
your son, and it’s up to you to take 
him back by force, or pay the ran- 
som of 50,000 gold—either way, 
you have to finish within 30 days. 
The Economic Victory: \f you play 
this one safe, you will need at least 


caravan's route with a 
Guardhouse. Upgrade your Palace 
to level 2 as soon as you can. Keep 
just a handful of heroes out in the 
field—perhaps four or five total— 
especially Rangers and Warriors. 
Don't bother with Temples, 
Gnomes, Dwarves, and so on. Be 
patient, and your economy will 
win the game for you. 

The Military Victory: \f you want to 
take the Elves out by force, you 
should take the opposite 
approach—you should spend, 
spend, spend! Protect your town 
with Guardhouses, build a pair of 
Marketplaces, and then make your 
way to a level 3 Palace anda 
Temple to Fervus. Cultists are quick 
and tough enough to stand up to 
the Elves, especially if complement- 
ed by Rangers and Warriors. The 
speed with which Elves move makes 
slow units like Priestesses and 
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Dwarves less helpful than Cultists 
(although once you have the 
money, you should build a Temple 
to Krypta so you can resurrect any 
high-level heroes that are slain). 

In mid-game, your town will be 
well-established but your con- 
quests will be few. Find quiet trad- 
ing lanes and build a couple of 
Trading Posts. Soon your economy 
will boom again, as your heroes 
start causing problems and the 
Trading Posts kick in. The Elves live 
in distinct settlements, and you 
should use Attack flags on all of 
the buildings in one particular set- 
tlement before attempting to 
destroy the next. 

Spend all of yourmoney 
(reserving 2000 gold for a resur- 
rection spell) as quickly as you 
can. Cast Wither on the toughest 
enemies, for example, and cast 
Animate Bones on your heroes. 
Spend until your purse cries out 
for mercy, because your kid- 
napped son is worth every coin. 

In order to beat the time limit, 
you may need to build Inns closer 
to the Elven settlements that you 
are attacking, so that your wound- 
ed heroes do not have to retrace 


their steps all the way back to 
town. Trading Posts out near the 
front lines are also a wise pur- 
chase, as they not only generate 
revenue but provide a supply of 
healing potions to your troops. 
Once you have killed all of the 
Elven heroes, and all of their 
buildings, you will win the level. 


General Wisdom 
Although these tips were crafted 
with multiplayer Majesty in mind, 


they will prove equally helpful ina | 
single-player game. The most 

important thing to remember in 
any tough situation is the Law of 


repaired by Peasants. 
Upgraded Guardhouses are one | 
way to solve these problems. 
Unlike most strategy games, ene- 
Endless Peasants—" Never pay to mies in Majesty cannot be expect- 
protect what it would be cheaper _| ed to simply attack the first build- 
to replace.” | ing they spot. Thus, creating an 
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— [above] Build structures on trees 
when possible, to clear out your 
town. 


[left] Outposts consisting of a 
Guardhouse, an Inn, and a Trading 
Post will safely bring in the gold. 


[below] Build Trading Posts in quiet 
corners. 
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Building an Economy 
Marketplaces and Tax Collectors 
form the backbone of your econo- 
my. Care must be taken to protect 
these fragile entities. A Tax 
Collector has only enough hit 
points to withstand a couple of 
blows from even the weakest crea- 
ture, and if he is killed, all the 
gold he was carrying will be lost. 
If a Marketplace is attacked, it will 
stop generating income until itis | 
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outer perimeter of Guardhouses is 
not going to prevent enemies from 
| slipping into your town, with their 
' sights set on Peasants and Tax 
Collectors. On the other hand, ene- 
mies can usually be expected to 
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attack what attacks them. Thus, 
defend your town by placing your 
Guardhouses near your 
Marketplaces, and upgrade them 
until they can fire arrows. The 
arrows will often distract enemies 
from their nefarious work against 
your economy. 


Tip: If you’d like a particular struc- 
ture to be built quickly, don’t order 
other buildings to be constructed at 
the same time—if you do, your peas- 
ants will split up. 


Once your population increases 
past a certain level, Sewers will 
automatically appear near your 
structures. Enemies spawn from 
them, usually attacking the near- 
est buildings. As you construct 
your Marketplaces, build your 
other buildings tightly around 
them, so that Sewers do not 
appear next door. 

Having multiple Marketplaces 
will greatly boost your economic 
stability. They cannot be built in 
close proximity to each other, but 
typically you can build three 
Marketplaces within close proximi- 
ty to your Palace. Upgraded 
Marketplaces not only generate 
ever higher amounts of revenue, 
but also offer beneficial potions 
and rings. Building at least two 
Marketplaces will prove invaluable 
and essential especially in single- 
player missions that require the 
collection of a certain amount of 
money by a deadline, and in 
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multi-player games. 


Tip: Trees get in the way of 
heroes, but not of building. If you 
have a choice, build your structures 
in such a way that you clear out as 


many trees as possible, thus making 
it easier for your heroes and hench- | 
men to navigate through town. 


Trading Posts are another effi- 
cient way to bolster your economy. 
Once your heroes have cleared the 
land around you, make a note as to 
where the least-populated neigh- 
boring lands are. From time to 
time, enemies wander in from the 
edges of the map, but there is often 
a corner that seems almost to be 
blocked off by unseen mountains. 
Build a Trading Post as far away 
from your Palace as you can safely 
place it. The farther that Caravans 
have to travel to reach your town, 
the more gold they bring. 

Investigate the amount of gold 
that an attacked Caravan is carry- 
ing before you sink too many 
resources into saving it. A Caravan 
bringing 250 gold to your king- 
dom is not worth an investment of 
500 gold in spells and Attack 
flags. Bear in mind, too, that a 
Caravan which reaches your 
Marketplace does not imply that 
you have now got the money firm 
in hand—your Tax Collector still 
needs to safely gather it! Weigh 
these things if you are thinking 
about coming to the aid of a 
beleaguered Caravan. 


Tip: The Winged Feet spell may be 
cast on Caravans, if it’s worth the gold 
to get the Caravan out of danger. 


Your heroes themselves gener- 
ate a substantial amount of gold, 
which they loot from both enemies 
and the structures that spawn ene- 
mies. The trick is in getting them 
to spend the gold! Heroes who use 
weapons and armor are likely to 
purchase an upgrade any time one 
is available, so researching new 
Blacksmith levels is one way to 
convince them to return to town. 
Heroes who find their survival in 
jeopardy will usually seek out 
places that sell health potions, too. 


Leading an Army 

What most evidently sets Majesty 
apart from its gaming brethren is 
your inability to directly control 
your populace. Fortunately, your 
heroes are by and large a brave 
bunch, willing to explore and fight 
just for the adventure of it all. 
Your time as monarch will likely be 
spent in large part on your econo- 
my, and not on convincing your 
heroes to do their work. Attack 
and Explore flags should therefore | 
only be used in specific situations. | 
Tip: Rangers are the best explorers: 
there are, and they are available | 
right from the start. Recruit acou- 


ple of them and your need for 
Explore flags will be very minimal. 


Creatures typically spawn from 
the dens, old castles, ruined 
shrines, and so forth that are 
sprinkled around the maps. In 
most cases, destroying these 
structures will lessen the influx of 
enemies. Enemies tend to congre- 
gate around such structures, and 
one good way to clear them all out 
is to place an Attack flag on the 
structure itself. Use a low bounty, 
and your heroes will be mildly 
attracted to the area. They will 
begin to clear away the enemies 
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SPELLS Research Healing Potions for sale to heroes. 


suade disloyal enemy heroes to 
spend their money. You might 
want to remove unsafe outlying 
structures from your tax collect- 
ing loop, for the good of your 
Tax Collectors. 

It’s all well and good to have 
your heroes out rampaging, but 
it's even nicer when they return 
to your town now and then to 
spend the gold they are collect- 
ing. Constantly look for new ways 
to convince them to open their 
wallets. Upgrade buildings which 
offer new services, like your 
Marketplaces and Blacksmiths. If 
heroes believe that a better 


potions, because your potion 
vendors are eager to relieve that 
hero of gold. 

Some heroes can cast spells on 
themselves, and visual evidence of 
such comes from the variety of 
sparkly clouds and symbols that 
adorn these heroes. Casting a spell 
on a hero who has already done so 
for herself is a waste of gold, of 
course. The easiest way to cast a 
spell is to select the hero so that his 
or her picture appears on the left- 
hand side of the screen. Then select 
the spell and click on the hero’s 
picture. This method of casting will 
help you avoid ironic mis-casts of 
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Upgrade your Trading Posts so they can sell healing potions. 


and then assault the structure 
when it is safe to do so. 


Tip: Sometimes an over-eager hero 
will take on a fight that he or she is 
destined to lose. Call in the reinforce- 
ments by putting an Attack flag on 
the most powerful monster involved. 


As you expand your influence 
throughout the map, have your 
Peasants build small complexes 
of Inns, Trading Posts, and 
Guardhouses out on the frontiers. 
This will reduce the amount of 
time it takes for wounded heroes 
to recover, and will make healing 
potions more easily accessible. 
These buildings may also per- 


weapon, potion, or trinket is 
available, they will seek it out. 
Create Fairgrounds and hold tour- 
naments. Build Royal Gardens, so 
that your heroes will seek its ben- 
eficial spells. 


Casting Spells 

Spells cost gold, and unless you 
have gold pouring out of your 
Palace windows, you should be 
careful before you cast a spell. 
Heroes carry healing potions, and 
they will usually use them in time 
to save themselves in a fight. 
Check and see if a hero is carrying 
potions before you splurge on 
healing spells. Remember that 
you want the hero to use up 


f OPTIONS 


“stone skin” on the very monster 
you are hoping to kill. 

Compare the various costs of 
spells before using them. Both 
Resurrection and Petrify cost 1500 
gold, for example—so if a valuable 
hero is attacked by two more pow- 
erful enemies, you may find it 
wiser to spend 1500 to revive her 
than 3000 to turn them into stone. 
You may want to cast an expen- 
sive spell on a monster that is 
attacking your Statue, but bear in 
mind that a Statue probably costs 
far less to simply replace. Save 
your spells for heroes engaged in 
fights that are crucial, and weigh 
the costs at all times. 

—Dave Perkins 
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A battleship bombards the warehouse while troops attack a market. 


1602 A. D. 


1602 A. D. IS A BIG GAME WITH VARIED TERRAIN, CIVIC BUILDINGS, VARIED 
production options, military units, and defensive emplacements all mixed up 
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The computer likes to enclose its islands in walls. 


in a bunch of scenarios and continuous play. Here, we'll attempt to tame this 
complexity by describing the rise of a typical colony in continuous play. This 
is just as applicable for scenarios, as each contains some subset of the prob- 
lems encountered in continuous play, although stressed to a greater degree. 


The first thing you should do is 
sail your ship directly to a large 
island, explore it, and start there. 
Pick an island with a mountain or 
two, a decent-sized forest, and a 
bunch of flat land. Don’t waste 
your time looking for the perfect 
island. You'll need to get as fast a 
start as you can. Now you'll need 
to set up some buildings. Start 
near your warehouse and put in 
some fishing huts. Run some 
roads and put in houses. Build in 
2-by-2, 2-by-3 or 2-by-4 blocks. 
Decide where your city center is 
going to be (somewhere reason- 
ably near the center of the livable 
area) and leave some open space 
there for later. Start up a couple 
of sheep farms or cotton planta- 
tions and a weaver’s hut (the 
game seems to like a 2-to-1 ratio 
of raw material production to 
refinement) to make cloth. This 
will put your colony on the path 
to Settlers, and who wants a 
bunch of naked Pioneers anyway? 


Money, get away 
About this time there'll be a huge 


dent in your starting balance and 
it'll be getting worse all the time. 
It can seem like all you ever do in 
1602 A. D. is spend money. Every 
new stage in your progress up the 
development ladder means paying 
for new buildings and importing 
ever more exotic goods. How's a 
would-be colonial governor sup- 
posed to pay for all this? 

The main thing to remember 
about income is that this is a 
European game—it’s both similar 
to and subtly different than most 
games you've probably seen. Your 
two major sources of income will 
be trade and taxes. 

Of the two, trade is the more 
familiar. Not just a source of stuff 
you can't make for yourself, trade 
can provide a needed source of 
revenue early in the game when 
you're building a lot of buildings 
and don’t have many people or a 
high development level. Of course 
that's the time when you'll have 
the fewest things to offer in trade. 
Luckily your trade partners—the 
independent merchants, the 
pirates, and the other colonies— 
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will have various needs. (And 
speaking of pirates, you're best off 
ignoring them and hoping they 
ignore you. Crush them when you 
get a chance.) 

Independent merchants are 
somewhat unreliable, coming 
and going like the wind. Still, in 
the early game they can be the 
only source for some crucial stuff 
(i.e. tools) and they serve as a 
handy and steady source of 
trade revenue throughout the 
game. Best of all, they aren't 
potential competitors! 

The other colonies seem to 
mostly be at the same develop- 
ment level as you're at, so they’re 
trying to buy the same things you 
are, and export the same things. 
Not all that helpful, really. There 
are two workarounds to this. One 
way is to watch for new enemy 
(err, trade partner) colonies. 
They're usually at a low develop- 
ment level, so you can sell them 
basic stuff that you have a sur- 
plus of. The other way is to get 
ahead of the curve. If you devel- 
op a type of resource before 


another colony does, you can 
often supply it to them. Jewelry is 
an excellent example of this. 
Unfortunately, the game doesn’t 
model the real-world effects of 
this form of economic imperial- 
ism, so you will be helping the 
enemy. Still, money is money. 


The taxman cometh 

The other way to make a buck is 
taxation. Colonists seem happy to 
pay 32% taxes (and higher) as 
long as their needs are being met. 
If you've got a well-supplied 
island, a 50% tax rate is not out of 
the question. This may actually be 
a tax break in Sweden. The easiest 
way to increase taxation income is 
to move the taxation rate slider 
bar. Jack that baby up to the max 
that can be supported and let the 
good times roll. Move it back 
down when resources are tight. It 
doesn't cost anything and can pay 
off handsomely. 

Of course, you could just build 
more houses. It’s worth building a 
few tenements on feeder islands 
just to make a few extra bucks. A 
more complicated (but ultimately 
more profitable) method is to 
raise your development level. For 
some reason, the higher your 
development level, the more peo- 
ple live in a house and the more 
taxes can be gotten. 

Raising your development level 
can be tricky, in planning, imple- 
mentation, and aftermath. A per- 
fectly fine colony can go straight 
down the tubes from a misman- 
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Wants come in two forms—items and buildings. 


aged transition. 

Plan that transition carefully. 
Pay careful attention to immediate 
issues and sustainability. Ideally, 
the materials needed to implement 
the transition should come out of 
surplus, not from cuts elsewhere 
(and especially not out of cuts to 
military preparedness). Make sure 
you can sustain growth with new 
resources. Sure, you re growing 
cocoa now and some Citizens 
would be nice. But how much 
cocoa are you growing? Enough to 
feed all the new Citizens who will 
arrive? Or will they be burning 
down the chapel because there’s 
no Cocoa Puffs left? 

Implement the transition slow- 
ly. You can always refuse to issue 
the needed upgrade materials to 
your colonists. Without the materi- 
als needed to upgrade their domi- 
ciles, they will be unable to move 
to the next development level. This 
is a drastic move and portends 
future disaster. Obviously your 
planning wasn't thorough enough. 

Deal with the transition’s after- 
math calmly. So you don’t have 
enough cloth for everybody, 
you re bleeding money from all 
the buildings you had to build to 
get here, and the Blue colony has 
declared war on you while you 
were busy beating swords into 
plowshares. What do you do? We 
don’t recommend breaking down 
and crying—it’s not like this is a 
game of A/pha Centauri, after all. 
You can always tell your ware- 
houses to refuse to issue the 
upgrade materials. This will han- 
dle the growth. Then deal with the 
money. Turn off all industries that 
aren't making money through 
trade or directly supporting the 
lower level of development. Feel 
free to bulldoze expensive indus- 
tries and entire housing develop- 


ments—this is life or death. Get to 
a point where you're stable again 
at your starting level. 

Now you should be itching for a 
fight. All this trouble was 
undoubtedly the Blue colony's 
fault and it’s Payback Time™. 
Money is the sinew of war and 
we Il assume you're running a 
profitable colony. 


War, what it’s good for 

War doesn’t usually occur until 
reasonably late in the develop- 
ment cycle. By this time you'll 
have one or more islands hum- 
ming along (in addition to several 
islands devoted to nothing but 
producing raw materials for the 
big islands). Be sure you can build 
all the implements of war yourself. 
There's nothing worse than finding 
out you have to go to war against 
your only supply of cannon. Ask 
Robert E. Lee. 

Build a couple of boats. 
Battleships are particularly nice— 
they can kick the crud out of any- 
thing else, carry a reasonable 
number of soldiers, go fast, and 
double as trade vessels in peace- 
time. They're also useful for shore 
bombardment while your ground 
units are busy destroying things 
inland. Battleships are not cheap, 
nor is the workshop where they're 
made, or the raw materials that go 
into them. You wanna win, or lose 
with the most money? 

Load a few land units into the 
boats. A mix of cavalrymen, mus- 
keteers (or infantry), and artillery 
is worth it. The artillery is good 
against buildings, the rest works 
well against any unfortunate 
opponent units. 

Find the opponent's main 
island. The computer (and you, 
too, most likely) will have all their 
high-maintenance buildings on 
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All buildings have upkeep costs. The higher the development level, the more 


expensive the upkeep. 


one island along with their biggest 
warehouse. Sail there and bom- 
bard the warehouse. If anything 
shoots at you, kill it and return to 
shelling the warehouse. Opponent 
ships will arrive. They rarely come 
en masse, so pick them off as they 
arrive. Always bombard the ware- 
house when not otherwise 
engaged. Eventually you'll destroy 
it. The computer will rebuild it. 
Destroy it again. This can get 
tedious but eventually the com- 
puter will run out of materials. 
When you’re done, cruise around 
the opponent's islands, knocking 
out shipyards to secure the sea. 
After (or while) this is going on, 
set the ground troops ashore. Have 
them wreak havoc on buildings, 
starting with raw materials (and 
the castle, if one is around, to 
forestall defensive reinforce- 
ments). If they are shot at, shoot 
back and then resume pounding 
buildings. Pay attention to them, 


as they'll stop shooting when the 
building they were assigned to 
destroy is finished. When the 
enemy is gone you can settle the 
land. Not much in the way of 
strategy here. The important part 
is to get to this point without 
going broke trying to maintain a 
good-sized army. 

Overall strategy in 1602 A.D. 
can be summarized as: start 
small and expand peaceably, 
trading with everybody; try to 
reach profitable plateaus at each 
of the intermediate levels 
(Settlers, Citizens, and 
Merchants) before attempting 
the next level; only fight a war 
when necessary to expansion and 
only when you're turning a prof- 
it; consolidate war gains with 
settlements on the newly-cleared 
lands. And always make sure 
there’s enough Cocoa Puffs. 
—Thomas Bitterman 


The red X on the right indicates that this warehouse will not issue any mate- 
rials to the islanders. This will slow growth. 
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Star Wars: Force Commander 


Create a new player with the name “TheGalaxylsYours”. Double 
click on the name instead of clicking once and pressing the blue 
arrow. Once in the game, enter the following codes: 


° then name ne instead of clicking 


es 


Star Trek: Armada 


Press [Enter] while playing, then enter t 


KOBAYASHIMARU Skip to the next mission 
SHOWMETHEMONEY Increases money 
PHONEHOME Chat list in multiplayer 


CANOFWHOOPASS Activate limited Al over 


ages, vs. Predator Gold 


Start the game with the ° ‘avp.exe -debug” command line parameter. While 


all caps): 


MARINE 
MOTIONTRACKERVOLUME # Change motion tracker volume (# = 0.00 to 1.00) 
MOTIONTRACKERSPEED * * Change motion tracker speed (# = 1 to 16) 


PREDATOR - 


‘inmie_chance - on energy supply 


re 
| peeeuen on Toggle crouch and crawl off/on 


x LIGHT. Create light aura (enter it again to make it brighter) 
| MARINE BOT ® Create # of marine bots 

: PREADOBOT # Create # of predator bots 

. PREDALIENBOT Create CPU-controlled Predator-Alien 

. PRAETORIANBOT Create CPU-controlled Praetorian-Alien 

_ XENOBORG Create CPU-Controlled Xenoborg 

_ SHOWFPS: , 
- SHOWPOLYCOUNT Show rendered polygons 

_LISTVAR In-game help. 

_LISTCMD List cheat codes 

TIMESCALE # Change game speed (# = 0.00 and 1.00) 


Show Framerate 


SCREWYOUGUYSIMGOINGHOME Boot list in multipia: 


yeteave your game with -debug activated. 


Messiah 


In the game, press Esc, then enter the following codes 
(it’s picky, be patient): 


God mode 
Deactivate god mode 
> Al off 
Al on 
Al vision off 
Al vision on 
Freezes camera 
Thaws camera 
RME End current game 
Spawn welding torch 
Spawn buzzsaw 
Spawn pumpgun 
Spawn machinegun 
Spawn maimer 
Spawn flamethrower 
Spawn pak gun 
Spawn bazooka 
Spawn maser 
® Spawn harpoon gun 
Spawn weapon ammo ------ 
Spawn grenades 
Spawn light cop 
Spawn medium cop 
Spawn heavy cop 
Spawn riot cop 
Spawn gun commander 
Spawn domina 
Spawn armored behemoth 
Spawn welder 
Spawn worker 
Spawn scientist 
Spawn radiation worker 
Spawn medic 
Spawn chot 1 
Spawn chot 2 
Spawn chot 3 
Spawn chot 4 
Spawn chot dwarf ! 
EROIDS Spawn chot behemoth , 
Spawn fungirl 
Spawn prost 1 
| Spawn prost 2 
Spawn hung 
Spawn male dweller 1 
Spawn male dweller 2 
Spawn male dweller 3 
Spawn female dweller 1 
Spawn female dweller 2 
Spawn subgirl 1 
Spawn subgirl 2 
Spawn rat 
Spawn barman 
Spawn waitress 
Spawn dancer 1 
Spawn dancer 2 
Spawn D} 
\T Spawn pimp daddy 
| Spawn behemoth 
Spawn offensive bot 
Spawn companion bot 
Spawn bouncer 


Heroes of Might and Magic III: 
- The Shadow of Death 


Press [TAB] while playing, then enter the following codes: 


Fill empty slots with 10 black knights 
» Gain all war machines 
Gain a level 
Fill empty slots with five archangels 
Maximize luck 
Unlimited movement 
Maximize Morale 
Reveal puzzle map 
Reveal world map 
Hides world map 
Gain 100,000 gold and 100 of each 
resource 
Lose game 
Win game 
Gain 999 Mana and all spells 
Gain all buildings 
Change game colors 


Microsoft Baseball 2000 


To view programmer baseball cards, press S to have the batter 
spit. Keep pressing it until the programmer baseball cards 
appear. 


SECRET TEAMS 

To access secret teams, select the “Help” menu and then 

“About Baseball 2000”. Now, on the second line of the Copyright 
Declaration, right click on Wizbang. Do that and you will be 
awarded a Special Team ; 
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letters to the editor>>»>comments?>>advice 


The Sims tune your hardware for games 


It seems two topics from May 
generated a lot of letters: The 
Sims and, particularly, Jason 
Cross’ “Tuning Windows for 
Games” article. 


SimPhilosophy 
Thank you for your insightful 
review of The Sims[CGM 114]. Your 
critique of the game’s dominant 
philosophy was insightful and 
refreshing: rarely, if ever, have | 
seen a game's worldview exam- 
ined at any length. This is a bit 
surprising, given the way so many 
games attempt to immerse the 
player in a fictional world and the 
role of another person. 

Admittedly, to the extent most 
games espouse a philosophical 
stance, it’s merely a facile affirma- 
tion of violent conflict as the pre- 
ferred (or even sole) means of 
approaching the world. Since con- 
flict and violence are dramatic and 
therefore potentially entertaining, 
it's understandable that most 
games revolve around killing and 
destruction. But when a game has 
a little more intellectual substance 
to it, it’s nice to see that discussed. 
Hopefully your review will encour- 
age designers and gamers to con- 
sider the worldview of their games 
more closely. 

Scott Osborne 


We’re dreamy 
I'd like to comment on a few of 
your game reviewers, namely Jason 
Cross, Steve Bauman, and Ben 
Sones. All are excellent writers. This 
gamer appreciates how insightful 
your game reviews are. | hate to 
make the comparison, but your 
guys and gals seem to have PhD’s 
in English compared to other mag- 
azines’ writers. Your reviews are 
uniquely non-geeky, mature, and 
humorous. You'd all make good 
boyfriends, though |’m not gay. 

The Sims review finally prompt- 
ed me to write you guys a compli- 
ment. Please stick to your hiring 
principles. 

Otto Suksumake 


We're all touched, though not lit- 
erally. —ed 


SimSexuality 


| just read your review of The Sims and, being one of 
those wild-eyed, right-wing, intolerant, religious 
fanatic weirdoes that you imply will object to its 
inclusion of (virtual) homosexuality, I’d like to point 
out one thing: that the game makes our case, not that 
of the homosexual lobby. Consider this: in the game, 
one chooses to be gay. No character is born that way. 

Now, | don’t intend to dispute about whether or 
not people are born with certain inclinations or not, 
which urge them strongly in particular directions. But 
it seems indisputable that these often take hold of 
people at very early ages, and strongly influence the 
direction they will head in life. My point is simply 
that urges are only that, urges, and can be resisted 
(the urge to kill and the urge to steal being two easi- 
ly recognizable examples). Consequently, the ques- 
tion of “gayness” revolves around freely willed acts; 
that is, it is a question of behavior. 

So what’s the point? It is that my saying above 
that one chooses to be gay simply means that one 
chooses to engage in homosexual acts and/or to 
indulge homosexual appetites. No homosexual is an 
automaton, incapable of seeing and understanding 
his disordered state. The Sims reflects this reality, 
and therefore | find the game unobjectionable 
(unless, of course, it somehow promotes homosexu- 
ality, in which case | will find it objectionable). 

The one thing | do strongly object to in your article 
is the line about “spirituality” (that ethereal quality 
that, in the hands of most modern writers, is so vague 
and empty of substance as to be meaningless) being 
merely the fallback position of those who lack material 
goods. | really expected better of you than that, Steve. 
Perhaps you didn’t mean it the way it came out? 

Jim Newland 
Santa Clarita, CA 


Steve Bauman responds: Most of the comments I’ve seen 
about the “gay” issue in The Sims are from people com- 
pletely opposed to its mere existence in the game. | 
somehow think those people haven’t thought it through 
to the extent you have. | happen to disagree with your 
assertion that homosexuality is merely an urge (is het- 
erosexuality one as well, or does it have to do with biol- 
ogy and evolution, a need to propagate the species, 
etc.?), but that’s not really an issue for this publication 
to discuss. 

As for the issue of spirituality, obviously it wasn’t 
entirely relevant to the review to give a full discussion 
about its role in a person’s life, but | didn’t mean to 
imply it’s merely a fallback position when you’re out 
of goodies. | was explaining how it might work within 
the game; if you have nothing your Sim will get 
angry, as their needs won’t be fulfilled. In the Sim’s 
world, spirituality (as vague and meaningless as that 
entire concept may be) could have been a viable sub- 
stitute. The game basically says we all need constant 
stimulus, and at least from my perspective, that’s not 
true. Of course a game that allowed the player to sit 
around in quiet contemplation for hours on end and 
accomplish the same thing as someone running 
around doing lots of “stuff” probably wouldn’t be 
particularly fun. So it’s a tradeoff for gameplay... 

But jeez, did anyone ever think a game would raise 
these types of issues... kudos to Maxis and Will Wright 
for even bringing these issues up in a game. 


Thanks 


| just wanted to pass along my 
thanks for the great new look and 
additional content of your maga- 
zine. |'ve been a subscriber for 
quite some time now and have 
seen a variety of iterations, but 
this is the best by far. Everything 
from the visuals to the writing is 
all that much more impressive. 


You'll be keeping me as a sub- 
scriber for a good while longer. 
Keep up the good work! 
Matt McCleskey 
Eielson Air Force Base, Alaska 


Acronym hell 


In your March, 2000 Rebound 
section, Sean Zahphreek was 
complaining about all the 


acronyms he didn’t understand. 
You may direct him to 
www.whatis.com for definitions 
of every IT acronym and buzz- 
word you can imagine. 
Chuck Devlin 
Toronto, Ohio 


Consider him, and others, direct- 
ed. —ed 


New Life 

Thanks to your magazine my 
computer actually kicks ass to put 
it mildly. | used the Regclean file 
and the Ispeed programs to 
speed it up a little and changed 
my virtual memory settings. | also 
used the Ctrl-Alt-Del function to 
kill a few extra apps and whoa! 
This beast got a new life to it. | 
want to thank you so much for 
printing that article. 


| play Age of Empires Il: Age of 
Kinds and Rainbow Six a lot (4-5 
hours) everyday online at the 
MSN Gaming Zone. | spread these 
little jewels around to my friends 
and gave a plug for your maga- 
zine. | also wanted to share a url 
with you called www. mrfixiton- 
line.com for any hard core Age of 
Kings fans out there. This site is 
the best multiplayer strategy site 
| know of. But anyway thanks 
again... you guys truly kick ass 
and |’m looking forward to many 
more issues of CGM. 

Andy Haase 


Hey, you promote the magazine, 
we promote that site. Whatta 
deal. Check it out; lots of good 
Age of Kings info there. —ed 


Great job on Windows tweaks. | 
cannot get DSL or any other cable 
hook ups where | live, and they 
helped boost speed of computer 
and connection rate. Keep up 
good work. 

Mark Arterton 


| just subscribed to your maga- 
zine, and my first issue contained 
Jason Cross’ “Tuning Windows for 
Games”. | found it a very infor- 
mative and helpful article. Now, 
while | still am a target in Unreal 
Tournament, at least | die 
(repeatedly) secure in the knowl- 
edge that I’m getting every avail- 
able frame per second out of my 
machine. | hope Mr. Cross keeps 
up the good work. 
jc68Hjavanet.com 
(the headless corpse named 
JohnOss on any UT map) 


The “Tuning Windows for Games” 
hardware feature is, undeniably, 


Tuning kudos 

Jason Cross’ “Tuning Windows for 
Games” [CGM 114] was probably 
the best series of tips for timid 
computer users that | have seen 
since | have owned a PC. My wife 
and | both have separate machines 
and are major gamers. All | can 
say is that the settings alone listed 
for virtual memory, the Cacheman 
file and the Regclean file that 
were recommended in there made 
both of our machines cleaner, 
faster and with memory that is 


stable and not constantly drop- 
ping as | do things on the 
machine. Unreal Tournament is 
absolutely cranking now! 

| will read this guy’s stuff when- 
ever | can get my hands on it, you 
are to be congratulated for having 
him on your staff, and furthermore 
you can tell jason the next time he 
stops by Phoenix my wife and | owe 
himthe best steak dinner in town! 

Tony Ford 


Mmm, dead cow flesh... —ed 


the best article ever written on 
this topic. Senor Cross definitely 
knows his stuff. After changing a 
few of the settings indicated, | 
noticed a considerable increase in 
performance. | believe Senor 
Cross has even one-upped Lloyd 
Case in his windows-tweaking 
prowess. Good work! 

Greg Hand 


Appallingly literate 

| was appalled to pick up your 
magazine and read the following 
line from your review of The Sims: 
“The Sims is an obvious concept, 
the evolution of ...” ... bwah, | 
stopped there. | felt my brain 
starting to work and had to 
counter immediately with beer 
and blunt force trauma (the doc- 


tor says | should be OK, but regrets 
that trepanation is not covered by 
Blue Cross/Blue Shield). 

Anyway, the point is this. You 
need to work on your review style. 
Here are some suggestions: 


1. | want more witty banter 
between editors about events | 


know nothing about: 


Sample Game Review: 
“Anyway, The Sims is a great 
game. It reminds me of the time 
that Spiffy and | from the art 
department went out and looked 
ata girl’s behind. [Spiffy: Yeah, 
that was great! | Editor’s Note: 
Don’t forget the handcuffs!) 
Anyway, we went out to buy beer 
later, but we were actually card- 
ed, so Spiffy mooned the gas 
attendant, except it was really 
cold and he had some major 
shrinkage [ Spiffy: Guilty as 
charged!]| Editor’s Note: Don’t for- 
get what he did at £3!). 


2. Be sure to include lots of 
photos of stuff that has nothing 
to do with the game. 


Sample photos for EverQuest: 
“Other women we would 
EverQuest for...” [pictures of 
Jennifer Love Hewitt, that Star 
Wars girl and Spiffy’s mom 
[Editor’s Choice: Ha ha hal] 


3. Insert game parodies that 
comment on the female form: 


Examples: EverBreast, Unreal 
Boobs Tournament, Diablo 
Breasts, Messiah Nice Butt, 
Breasty Sims, Half-Life | Like 
Breasts, etc. 


Thank you 
The Cackling Klaknak 


We've had a series of meetings 
about your suggestions and have 
decided to implement many of 
them. Oh, wait, we actually want 
to stay in business and keep 
growing our number of readers... 
maybe next year. —ed 


Talk to us 
pleeeeeeeceease. 


Send all correspondence to: 
editor®cdmag.com 


Letters may be edited for space considerations. 
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‘STAR TREK: KLINGON 
ACADEMY’ All New 3D 
Engine includes a 30 mis- @ 
sion, solo-play campaign 
and multiplayer mode. # 
Features 3D interactive 
Space terrain, innovative 
gunnery chair, cinematic- } 
quality ship detail, over 40 
new warships, 10 new 
weapon systems, and a 
comprehensive mission | 
editor. Create your own 
missions or even an 
entire campaign featuring 
all 6 races, diverse terrain 
and over 50 starships. 


Interplay (Action) 
Release: 6/00 
PC CD 


‘HALO’ is a 3rd person action/shoot- 
| er from the creators of Myth. You are 
one fighter of an army in a battle 
between humans & aliens, each with 
their own weapon types. Vehicles 
include jeeps, tanks, hovercraft, air- 
craft, & more. 


Bungie (Action) 
Release: 12/00 
PC CD 


‘DAIKATANA’ Slash your way through 

time with the aid of your trusty 
sword. Chase down the evil Dr. 
Benedict through 4 different eras. 
Advance in multiple skill levels such 
{as Attack Power, Attack Speed, 
Running Speed, Maximum Health 
and more. Incredible graphics and 
challenging artificial intelligence. 


Eidos (Action) 
Release: 6/00 
PC CD 


|‘ON’ is a third-person 3D 
action/adventure that emphasizes 
hand-to-hand combat & gunplay. Set 
in the year 2032, you play Konoko, an Ff 
elite agent on a quest to infiltrate and AS 
destroy a ruthless crime syndicate. 
Missions can be completed through 
Stealth or brawn. 


Bungie (Action) 
Release: 10/00 
PC CD 


‘B-17 FLYING FORTRESS 2: THE 
MIGHTY 8TH’ Command the 
supreme daylight bomber of World 
War Il. Master each of the 10 crew 
member roles. Navigate accurately 
across Europe. Locate and bomb 
| Strategic targets, and defend the 
plane from furious enemy attacks. 
Breathtaking air combat sequences 2 
| through photorealistic terrain makes (eek 
it all feel incredibly real, ‘ 
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Microprose (Simulation) 
Release: 9/00 
PC CD 


‘SILENT HUNTER II’ recreates the 
battles between Hitler's U-boat force 
& Allied convoys. Multiplayer mode 
for hot action & cooperative play over 
the Internet or LAN. Multiple difficul- 
ty levels & enhanced dynamic cam- 
paign complete a very detailed & 
realistic environment. 


Mindscape epee 
Release: 9/00 
PC CD 
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COMPUTER GAMES: ACTION 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE —_ PRICE TITLE RELEASE PRICE 
Abomination 10/99 $2695 Gangster 05/00 $4499 — Rogue Spear 10/99 $2895 System Shock 2 08/99 $38.95 
Alien Vs Predator 06/99 $29.95 Guardians of Darkness 06/99 $4499 Tachyon: The Fringe 04/00 $36.95 
Alien vs. Predator Gmrs Ed 04/00 $4299 Gulf War:Op Desert Hmmr 09/99 $23.95 _ Rollcage 2 03/00 $3899 Thief 2: The Metal Age 03/00 $28.95 
Amen: The Awakening 04/00 $3999 Half Life Adrenaline PK 01/00 $3995 Rune 07/00 $4495 — Thief Gold: Dark Projct 11/99 $1795 
Armor Command 03/98 $2499 Half Life Oppsing Fre 11/99 $2795 — Shock Force 05/99 $39.99 Tomb Raider 11/96 $6.95 
Battlcrusier Tact Enga 08/00 $2995 Half Life Team Fort2 09/00 $42.95  SHOGO: Mobile Armr Div 10/98 $1895 Tomb Raider 2 Gold 06/99 $17.95 
Battlezone 2 12/99 $34.95 Half Life;Game of Year Ed 07/99 $3295 Sin 11/98 $1895 Tomb Raider 3 11/98 $16.95 
Battlezone Gold 09/99 $2795 Halo 05/00 $4295 — Soldier 08/00 $42.95 Tomb Raider 4 12/99 $28.95 
Blood 2 12/98 $1795 Heavy Gear 2 06/99 $1495 — Soldier of Fortune 03/00 $39.95 Tomb Raider Gold 03/98 $12.95 
Blood 2: Nightmare Lvis 03/99 $895 Heavy Gear 3 06/00 $39.99 Spec Ops: Rngrs Ld Way 04/98 $1795 ‘Tomb Raider Lost Artfct 03/00 $1795 
C&C Renegade 04/00 $42.95 Heavy Metal 06/00 $45.95 Spec Ops:Ranger Gold 11/99 $2795 Tomb2/Total Bundle 10/99 $14.95 
Carmageddon 2 11/98 $1895 Heretic 2 12/98 $18.95 — Star Trek Hidden Evil 12/99 $24.95 Unreal 06/98 $22.95 
Carnivores 2 02/00 $1895 Hexen 2 Hexmaker 02/98 $28.95 — Star Trek Kling Hnr Grd 10/98 $795 — Unreal Gold Bundle 03/00 $27.95 
Critical Depth 05/00 $4295 Hidd Dang Missn Pk 01/00 $23.95 ; 7 ; 

Daikatana 04/00 $2895 Hidden & Dangerous 7/99. $1895 | EVOLVA’ Is a tactical shoot-em-up 
Delta Force 10/98 $1895 Hidden & Dangerous 2 04/00 $4295 | 1. @ Stunning SD world. Fight an 
Delta Force 2 1/99 $3495 Hitman: Codename 47 05/00 $32.95 | alle parasite, take control of cus- 
Descent 3 06/99 $2495 Interstate 76 03/97 ggg5 |'omizable creatures _called 
Descent 3 Mercenary 11/99 $2495 Interstate 82 11/99 $23.95 Genohunters, & guide them through 
<a the tactical elements of a strategy 
Kingpin: Life Crime 07/99 $28.95 game. Genohunters morph & 
Descent Defin Coll 01/98 $1795 Martian Gothic 05/00 $39.95 ; : 
mutate as they absorb the genetic 
Descent Freespace 06/98 $995 MDK2 05/00 $34.95 traits of their fallen foes. The plan- : 
Descent: Freespace 2 10/99 $2795 Messiah 03/00 $39.95 ning & control of a real-time strate- (ae es 
Dethkarz 01/99 $34.95 Midtown Madness 2 06/00 $39.95 ie 
DF 2 Jedi Knight wSith 09/98 $2895 Mob Rule og99 $3895 | 9¥ game with 3D action & puzzle f 
Die by the Sword 03/98 $1095 — Mortyr 12/99 $3895 | ements. 
Die Hard Tilogy 2 03/00 $2895 ODT tv gags _| Mterplay (Action) 
Drakan 08/99 $2495 Obi Wan 04/00 $42.95 ae 6/00 
Driver 10/99 $26.95 Oni 09/00 $42.95 
Duality 04/00 $4295 Quake 11/96 $18.95 Star Trk DS9 Fallen 04/00 $3895 Unreal Level Pack 07/99 $18.95 
Duke Nukm 3D Atomic 01/97 $1295 Quake 2 12/97 $1795 Star Trk KIngon Acadmy 05/00 $39.95 . 
Evil Dead:Ashes 2 Ashes 04/00 $39.95 Quake 2 Juggernaut 03/98 $14.95 Star Trk Vyar Elite Fre 06/00 $39.95 Urban Chaos 12/99 $27.95 
Evolva 05/00 $39.95 Starlancer 04/00 $42.95 Warzone 2120 06/00 $34.95 
Flash Point 03/00 $32.95 Quake 3 Arena MP1 06/00 $2695  Starsge Trbe Actn Pk 10/99 $28.95 Wolfenstein 3D 03/98 $17.95 
Forsaken 05/98 $9.95 Rainbow Six Eagle Watch 901/99 $1795 _ Starsiege Tribes 2 05/00 $42.99 Wrhmmr 40k Agents Dth 05/00 $42.99 
Freespace Battle Pack 11/99 $1495 — Rainbow Six Gold 06/99 $22.95 — Starsiege: Tribes 12/98 $1795 X Com Collection 11/99 $2795 
Galleon 06/00 $42.99 Resident Evil 2 03/99 $29.95 SWAT 3: Close Quarters 11/99 $3295 X-Com Alliance 04/00 $42.95 
ee COMPUTER GAMES: SIMULATION 
1943 Euro Air War 11/98 $2895 G-Nome 02/97 $12.95 Monster Truck Madness 10/96 $19.99 Privateer 3 01/00 $52.99 
3D Railroad Master 10/98 $49.99 Motocross Madness 08/98 $18.95 R/C Pilot 02/99 $99.99 
Absolute Zero 11/95 $1999 Grand Prix Legends 10/98 $18.95 Motocross Madness 2 05/00 $42.95 Red Baron/A10 Tnk Kir 10/96 $4.95 
Across the Rhine 08/95 $9.99  Harley-Dvdsn's Race Am 01/00 $18.95 Motorhead 03/99 $16.99 Redline 03/99 $8.95 
AH 64D Longbow Ltd. Ed. 06/96 $15.99 Independence War 2 05/00 $42.95 MS CFS Battle Midway 08/99 $2895 Renegade 09/96 $9.95 
Air Warrior 2 02/97 $14.95 — Independence War DIx 08/99 $1795 | MSCFS Combat Pilot1 01/00 $3399  ReVolt 09/99 $33.95 
AMA Superbike 09/99 $3499 — Indy Car Racing 2 11/95 $39.95 MS Combat Flight Sim 11/98 $29.99 Scorched Planet 01/97 $19.95 
Apache 08/95 $799 Interceptor 03/99 $2699 MS Flight Sim 2000 10/99 $38.95 
Apollo 18 03/99 $3595 Jane's F/A-18 01/00 $3495 MS Flight Sim 2000 PE 10/99 $59.95 __ Star Trek Bridge Commdr 04/00 $44.95 
Archimedean Dynsty 11/96 $1499 Jane's USAF 10/99 $36.95 MS FS 98 Air Force One 09/98 $29.99 _ Starsiege 03/99 $14.95 
Armored Fist 3 10/99 $1795 Jet Fighter 3 Classic 10/99 $1499 MS FS 98 Airbus 2000 01/00 $2999 Steel Beasts 04/00 $42.95 
ATF Gold 03/97 $1295 Jet Fighter 4 04/00 $3995 MS FS 98 CoPilot 2 02/00 $29.99 SU-27 Flanker 2 11/99 $36.95 
Jungle/Desert Strike 07/95 $895 MS FS 98 Flight Bag 07/99 $29.99 SU-27 Finkr 2 Add-On 05/00 $28.95 
Battlecruiser Millenium 06/00 $44.95 Luftwaffe Commander 12/98 $2495 MS FS 98 Grnd Canyon 12/99 $19.99 SU-27 Squadrn Comm Ed 10/97 $25.99 
Caesar's Palace 2000 04/00 $26.95 M1 Tank Platoon 3 04/00 $4299 MSFS98MegaScenery 11/98 $3199  SU-27 Strat Gde Bndle 08/96 $28.95 
Castrol Honda Sbike 2000 09/99 $2495 M1A2 Abrams 03/97 $6.99 MSFS 98 Scnry Qnsind 12/99 $2899 Super Bike 2000 02/00 $35.95 
Colin McRae Rally 04/00 $28.95 Mars Maniacs 02/00 $36.99 MS FS Airbus 2000 12/99 $22.99 Swamp Buggy Racing 02/00 $19.95 
Comanche 4 04/00 $3899  MechWarrior 2 07/95 $12.99 MS FS98 Fly the Best 08/99 $2899  Tanarus 11/98 $9.99 
Conquer the Skies 10/97 $8.95 ‘MOTOCROSS MADNESS 2’ All the Test Drive 6 12/99 $28.95 
Curse You! Red Baron 12/99 $9.95 ki Sere : ne Test Drive Le Mans 03/00 $3895 
iller dirtbike action of the original, 
Deep Fighter 06/00 $44.99 : Test Drive Off Rd 2 11/98 $16.99 
but with new gameplay depth, graph- ; ; 
Destroyer Command 06/00 $42.95 ics realism, accessibility & multiplay- Test Drive Off Road 3 11/99 $21.95 
Ei Bate Baer ce eee features. Features a new mode of aalesuieabiig a ee 
F/A 18 Hornet/Korea Bnd! 09/98 $28.95 es Br iCiroil d Thunderstrike 04/96 $29.99 
F/A-BE Super Hornet 03/00 $3895 | Dey — FfO GWrcult Career mode — Tie Fghtr Cllct w/Vhcl Ref 12/98 $32.99 
where you start as a rookie “priva- eet 
F-16 / MiG 29 Bundle 10/98 $24.95 teer’ competing against a field of F Tie Fightr Coll 11/95 $19.95 
F-16 Agressor 06/99 $19.99 touch Al tit Yi F Top Gun 2 Hornets Nest 01/99 $15.99 
g competitors. Your goal: 
F-22 ADF Red Sea Ops 10/98 $8.95 prize money sponsorship dollars & Top Gun Fire at Will 02/96 $19.99 
F-22 ADF/ Red Sea Bnd! 12/98 $995 win points . Tour Car Challenge 10/99 $22.95 
F-22 Lightning 2 09/96 $12.95 ; Tuskegee Fighters 03/00 $28.95 
F-22 Lightning 3 05/99 $18.95 Microsoft (Simulation) Ulti. Race. Series 3 03/00 $17.95 
F22 Total Air War 10/98 $14.95 Release: 6/00 ' , 
Falcon 3 Classic 10/97 $8.95 PC CD Ultimate Flight Srs 3 02/99 $1795 
Falcon 4.0 wBinder 12/98 $18.95 Werewolf Vs. Comanche 08/95 $19.99 
Fighter Squadrn: SDOE 03/99 $1295  MechWarrior 2 Exp Pck 12/95 $1199 | MSCombatWingsOver China01/00 $28.95 Wing Commander 4 12/96 $26.99 
Flight Combt Thndr Erpe 04/00 $4499 Mechwarrior 2 NetMech 07/96 $1295 Nascar 2000 03/00 $36.95 Wings of Destiny 03/00 $17.95 
Flight Unlimited 3 09/99 $26.95  MechWarrior 3 06/99 $1895 NASCAR Legends 11/99 $32.95 World of Combat 11/96 $24.95 
FLY! 08/99 $1495  MechWarrior 3 Exp Pk 12/99 $22.95 Nations Fighter Command 12/99 $2495 WWII Fighters 11/98 $2795 
FLY! II 04/00 $28.95  MechWarrior 4 11/00 $44.95 Need for Speed 3 09/98 $1495 X-Com Interceptor 06/98 $3.95 
Fly! MegaScnry P Nwest 02/00 $1999  MechWarrior2 Mercnries 09/96 $12.95 Need Speed 5: Porsche Un.03/00 $3795 — X-Wing Alliance 03/99 $2495 
Mig Alley 12/99 $34.95 X-Wing Collector's Srs 06/98 $29.99 
Flying Nightmares 2 09/00 $35.99 Mobil 1 Rally Champ 03/00 $26.95 Pedal to the Metal 08/99 $1495  X-WngvTieWBinc Pwr 10/98 $28.99 


©2000 CHIPS & BITS, INC. 
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COMPUTER GAMES: STRATEGY 


TITLE 
1602 AD 
1830 RR/Rbbr Baron 
Age of Empires 
Age of Empires 2 
Age of Empires Gold Ed 
Age of Emprs Rise Rme 
Age of Wonders 
Air Mogul 


Alpha Cen Planetar Pk 


Release: 5/00 
PC CD 


Alpha Centauri 

Alpha Cntri Alien Crssfre 
Armies Of Armageddon 
Army Men 3 

Army Men Air Attack 
Army Men Freedom Pck 
Axis & Allies 


Battlecrser 3000 AD V2 
Battlecruiser 3020 AD 
Battles of Destiny 

C & C Red Alert 

C&C 2 Tiber Sun Pltmn 
C&C 2: Tiberian Sun 
C&C Gold Bundle 

C&C Gold W95 

C&C Red Alert Arsnl 
C&C Worldwide Warfre 
C&C2 Firestorm 

Caesar 3 

Civ 2 Fantasy Worlds 
Civ 2 Multiplayer Gold Ed 
Civ 2 Test of Time 
Civilization 3 

Civilztn Call to Powr 
Cmmndos:Bynd Call Duty 
Colonization W95 
Commandos 2 

Conflict of Nations 
Conquer the World 
Creatures 3 

Creatures Adventures 
Creatures Life Kit 1 
Crusaders Mght&Magic 
Cutthroats 

Dark Colony 

Dark Reign 2 

Dark Reign Futre War 
Dark Reign W/Mission Pk 
Dawn of War 
Diplomacy 

Disciples 2:Dark Prph 
Disciples: Sacred Lands 


Dominant Species 
©2000 CHIPS & BITS, INC. 


TITLE 


RELEASE PRICE RELEASE PRICE TITLE RELEASE PRICE 
02/00 $2895 Dominion Strm Ovr Gft3 06/98 $1499 Jagged Alliance 03/95 $12.95 
04/95 $19.99 Dune 2000 09/98 $1495 Jagged Alliance 2 07/99 $18.95 
10/97 $2495 Dungeon Keeper 2 06/99 $3795 Kingdom Under Fire 09/00 $36.95 
09/99 $39.95 Earth 2140 10/97 $12.95 Legend of the Five Rings 05/00 $42.99 
04/99 $3295 Earth 2150 05/00 $38.95 Liberation Day 03/98 $8.95 
11/98 $2495 Emergency 09/98 $1795 Lords of Magic SE 11/98 $19.95 
11/99 $2995 Emergency Room 2 03/99 $19.95 Lords Realm 2 11/96 $9.95 
04/00 $1995 Emperor ofFadngSuns 01/97 $1295 Magic & Mayhem 05/99 $28.95 
Entrepreneur Corp Exp 11/99 $19.99 

03/00 $3795 — Evolution 01/98 $2895 Master of Orion 2 11/96 $9.95 

‘REACH FOR THE STARS’ Turn-based strategy of 


| Mindscape (Strategy) 


02/99 
10/99 
03/00 
10/99 
03/00 
01/00 
09/98 


12/98 
07/00 
11/92 
11/96 
08/99 
08/99 
11/98 
02/97 
12/98 
12/98 
03/00 
10/98 

11/97 
12/98 
08/99 
05/00 
04/99 
04/99 
06/99 
06/00 
01/00 
10/97 
10/99 
10/99 
01/98 
12/99 
09/99 
08/97 
06/00 
09/97 
02/00 
03/00 
12/99 
09/00 
10/99 


10/98 


$34.95 
$24.95 
$39,95 
$24.95 
$39.95 
$28.95 
$1795 


$14.95 
$42.99 

$3.95 
$14.95 
$51.95 
$37.95 
$1795 
$14.99 
$24.95 
$2795 
$25.95 
$1795 

$8.99 
$18.95 
$24.95 
$39.95 
$24.95 
$19.95 

$795 
$34.99 
$39.99 
$12.95 
$32.95 
$26.99 
$14.99 
$36.95 
$26.95 

$6.99 
$35.95 
$14.95 
$12.95 
$24.95 
$39.95 
$39.95 
$29.95 


$24.95 


Extreme Tactics 
Farmland USA 
Fleet Command 
Force 21 

Force Commander 
Forts 

Frontier Land 
Galilean Conflict 
Gangsters 

Global Domination 
Gms Email: Risk 
Ground Control 
Hardwar 

Hero MM Millenium Ed 


Hero MM3 Armgddn Blade 


Heroes M&M 2 Gold 


galactic 


12/99 
10/99 
12/98 


Heroes MM3 Shadow Death03/00 


Heroes of M& M3 
Hidden Wars 

History of World 
Hollywood Mogul v2.5 


Homeworld:Cataclysm 
Imperial Conquest 
Imperialism 2 

Imperium Galactica 2 
Invictus 

Jag Allc 2:Unfsh Busness 
Jaggd Allnc Ddly Game 


03/99 
01/00 
05/97 
12/97 


06/00 
03/00 
04/99 
03/00 
02/00 
05/00 
09/96 


exploration, colonization & conquest. Dive 


into the immense range of player controlled game 
parameters or simply focus on galactic exploration 
and enemy destruction. Features more than 30 preset 
scenarios, 16 unique species, a diplomatic system, 
network play, a powerful scenario editor and tactical 
combat. 


MAX 2 06/98 $24.95 
MechCommander 2 04/00 $48.99 
MechCommd Gold 09/99 $28.95 
Metal Fatigue 05/00 $3795 
Mind Rover 03/00 $44.95 
Myth 2 v1A 01/99 $25.95 
Myth: Total Codex 11/99 $17.95 
Noble Armada 04/00 $39.95 
Outpost 06/94 $9.99 
Outpost 2 09/97 $12.95 
Pax Imperia 2 1/97 $24.95 
Pharoah 11/99 $32.95 
Populous 3 11/98 $14.95 
Railroad Tycoon 2 11/98 $18.95 
Railroad Tycoon Child Ed 09/00 $3999 
Reach for Stars 03/00 $3795 
Risk 11/96 $18.95 
Risk 2 03/00 $32.95 
Rival Realms 07/99 $12.95 
Roller Coaster Tycoon 03/99 $24.95 
Roller Cstr Tey Exp Pk 11/99 $1795 
RR Tycn 2: 2nd Century 05/99 $18.95 
Ruthless.com 11/98 $2.95 
Sea Dogs 04/00 $39.99 
Sett 3W/ Mission 2 10/99 $32.95 
Settler 3 Mission 04/99 $18.99 
Settlers 2 Gold 04/97 $19.99 
Settlers 3 Mission 2 10/99 $22.95 


TAR TREK 


Nee WORLD 


S 


f race offers a new style of gameplay, 


| games story arc from 3 different 
g perspectives. Features a variety of 


‘STAR TREK: NEW WORLDS’ Play 
as the Federation, Klingons or the 
Romulans in the year 2292. Each 


race behaviors and a view of the 


single player and up to 6 multi-play- 
er mission objectives. You have 
complete control over the 3D world 
and its inhabitants. 


Interplay (Strategy) 
Release: 9/00 
PC CD 


TITLE 
Settlers 3 Ultimate Coll 
Settlers 3 w/MD 1 


Seven Kingdms Anc Adv 
Seven Kingdoms 
Seven Kingdoms 2 
Shadow Company 
Shadow Watch 
Shadowpact 

Sim Mania pack 

Sim Theme Park 

Sim Tunes 

SimCity 2000 Spec Ed 
SimCity 3000 

Simlsle 

SimMars 

SimSafari 

Sim Tower 

Soldiers at War 
Sovereign 

Spaceward Ho! 4 
Star Trek DS 9 Dominion 
Star Trek SFC Neutral 
Star Trk Armada 

Star Trk Gen Birth Fed 
Star Trk New Worlds 
Star Trk Starflt Comm 
Starcraft 

Starcraft Brood Wars 
Starcraft Bttl Chest 
Starship Diplomacy 
Stellar Frontier 
Submarine Titans 
Sudden Strike 


Tanktics 

The Sims 

Total Annhitn Kingdoms 
Total Annihilation 

Total Annihilation 2 
Total Annitn Cr Ctgcy 
Total War 

Totl Annhitn Bttl Tctcs 
Tribal Rage 

Tycoon Collection 


Ulit. Strat Series 
Ultimate Sci-Fi Series 
Ultimate Sim Series 
Uprising 

Uprising 2 

Wages of War W95 

Wall Street Trader 2K 
War at Sea Coll 
Warcraft 2 

WarCraft 2 Battle.net Ed 
Warcraft 3 

Warcraft Battle Chest 
Warcraft Orc/Humns 
Wargames 

Wargasm 

Warhmmr 40K Chs Gate 
Warhmmr 40K Rites War 
Warlords 3 


Warlords Battlecry 
Warlrds 3 Drk Lrd Rsg 
Warwind 2 

Warzone 2100 
Wooden Ship Iron Mn 
World of Combat 2000 
World of Swrd Steel 
Worldcraft Pro 

Worms 2 

Worms Armageddon 
X: Beyond the Frontier 
X-Com Apocalypse 
X-Com e-m@il 
X-Com Terr frm Deep 
Yoot's Tower 

Z2 Strategy Wargame 


RELEASE 
05/00 
10/99 


06/98 
12/97 
10/99 
10/99 
04/00 
03/00 
03/00 
11/99 
12/96 
04/97 
01/99 
09/95 
05/00 
03/98 
05/95 
05/98 
09/00 
10/96 
09/00 
03/00 
03/00 
05/99 
08/00 
08/99 
04/98 
12/98 
12/98 
06/00 
03/00 
02/00 
04/00 


12/99 
02/00 
06/99 
10/97 
12/00 
04/98 
01/99 
08/98 
06/98 
01/00 


02/00 
03/00 
03/00 
10/97 
12/98 
11/96 
01/00 
06/99 
12/95 
10/99 
08/00 
11/96 
11/94 
07/98 
01/99 
11/98 
07/99 
08/97 


05/00 
08/98 
11/97 
04/99 
10/96 
09/98 
01/98 
02/00 
01/98 
06/99 
01/00 
08/97 
12/99 
03/95 
04/99 
06/00 


Price 
$39.95 
$22.95 


$34.99 
$35.99 
$18.95 
$18.95 
$38.95 
$39.99 
$1795 
$3795 
$14.95 
$14.95 
$38.95 
$14.95 
$39.95 
$19.99 
$14.95 
$18.99 
$49.99 

$4.95 
$42.95 
$39.95 
$39.95 
$2795 
$39.95 
$38.95 
$24.95 
$1795 
$29.95 
$42.99 
$38.95 
$39.99 
$34.95 


$17.95 
$38.95 
$23.95 

$8.95 
$39.95 
$19.95 
$18.95 
$17.95 
$14.95 
$34.99 


$17.95 
$1795 
$17.95 
$12.99 
$19.99 

$6.95 
$1795 
$12.95 
$18.95 
$18.95 
$44.95 
$17.95 

$9.95 
$19.99 
$24.99 
$19.95 
$37.95 

$8.95 


$42.95 
$3799 
$12.99 
$14.95 
$29.99 
$24.95 
$19.95 
$39.99 
$18.95 
$28.95 
$23.95 

$8.95 
$19.99 

$4.45 
$35.99 
$44.99 


=| ‘WARLORDS: BATTLE- 
| CRY’ Create a hero in 
! one of 9 races & take 
Fi him & his armies 
_,| through campaigns, 


| quests & multiplayer 
| Games. Your hero & his 
_,| armies must set out, on 
either a path of good or a 
path of evil, to destroy 
the Two Tears (2 powerful 


and mystical meteorites) 
before they fall into the 
..| wrong hands. As you win 
scenarios, campaigns or 
| multiplayer games you 
“| can choose a specialty 
fi, Class that will strengthen 
S| your attributes. 


SSG (Strateqy) 
Release: 6/00 


| ‘METAL FATIGUE’ Real-time strategy 
that follows the story of 3 brothers 
on opposite sides of a war over the 
riches of a long dead alien civiliza- 
tion. Set in a 3D world with multiple 
‘camera angles, reconfigurable 
Combots; 3-Level Play, & a pre-build 
phase that gives you enough time to 
= establish your base before being 
aS attacked. Manage units & resources 
i across 3 levels of play simultaneous- 
ly. 

Psygnosis [Stamey 

Release: 6/0 

PC CD 


‘ALLEGIANCE’ This MSN Gaming 
Zone space-combat game from the 
minds of Microsoft Research, com- 
bines the challenges of tactical 
» \\| squadron-based combat, intense 

. ¥one-on-one space dogfights, and 
amazing graphical and sound effects 
fr into a space-action experience like 
nothing you've seen before. 


Microsoft (Strate 
Release: NOW 
PC CD 


‘HOLLYWOOD MOGUL’ gives you 
control of a Hollywood movie studio. 
Go inside the dream factory as you 
bring 100 movies to the Silver Screen. 
| Own & run the studio. Make the 
movies. Hire and fire the biggest 
names in Hollywood. Play against the 
| box office scores of other Hollywood 
Moguls around the world. New 
| actors, actresses, and directors may 


approach ne studio with projects. 
Company (Strate egy) 
Release: NOW 
PC CD 


‘KINGDOM UNDER FIRE’ details the 
epic battles on the continent of 
Bersiah, where the Race of Light 
(Humans & Elves) & the Race of 
Darkness (Orcs & Ogres) coexist in a 
brooding cloud of suspicion & hostil- 
ity. Features 70 characters, 20 mis- 
sions each for Human & Devil races, 
7 story missions for each Hero char- 
acter, RPG elements, & different 
types of multi-player games. 
GOD (Strategy) 
Release: 9/00 
PC CD 


‘WARCRAFT III’ Wage war in a world 
with non-player characters, wander- 
i ing monsters, neutral towns, & 
strongholds. Six races to command 
including Orcs, Humans & Demons, 
each with unique units, magical abili- 
ties & weapons. Expanded multiplay- 
er options over Battle.net include 
more players per game & multiple 
game types including team play & 
questing. 


Blizzard Seay) 
Release: 8/0 
PC CD 


$Plus700Pg2 


‘DIABLO II: INFERNO’ As B 
one of 5 character types, 
you'll journey across dis- 
tant lands, fight new vil- 
|lains, discover new trea- 
sures & uncover ancient 
mysteries. Four, populated 
towns & wilderness areas. 
Expanded world filled with 4 
all-new quests, weapons, flee 
spells, armor, monsters & ai 
non-player characters. Full i 
multiplayer support, fae 
including Internet play 
over Battle.net. Optional 
3Dfx support. 


Blizzard (Roleplaying 


Release: 6/0 


‘EVERQUEST: THE RUINS OF 

KUNARK’ includes 20+ new zones, 
including newbie zones & zones filled 
with dragons; a huge array of new, 
visually stunning NPCs; a more 
detailed world; more animation of 
Objects throughout the new conti- 
nent; and a new playable race, the 
Iksar. 


Sony (Roleplaying) 
Release: 5/00 
PC CD 


‘VAMPIRE: THE MASQUERADE- [ 
REDEMPTION’ is based on the popu- 
lar tabletop role-playing game. Before 
your fall, you led a crusade against 
evil. Now you've become one of the 
undead creatures you 
Vampire. You must face a series of 
brutal confrontations with your 
nemesis, Vukodlak, a powerful vam- 
pire lord. Multiplayer features include 
Co-op play, & the option to play as 
the hunter or hunted. 

Activision (Roleplaying) 
Release: 6/00 

PC CD 


|‘ICEWIND DALE’ A single, or multi- 
player, RPG set in the Forgotten 
Realms. The game focuses more on 
Classic dungeon adventuring than on 
an overland quest. Features AD&D 
2nd edition rules, more than ten new, 
major, areas as well as several small- 
er locations to explore, and over 50 
dungeon levels. Explore ice-filled | 


mountain passes, geothermal cave bs 
systems, haunted Elven ruins, & gm 


more. 

Interplay (Roleplaying) 
Release: 6/00 

PC CD 


battled-a |" 


THE MASQUERADE 
i ii oe. 
MEO P TIO!) 


‘THE LONGEST JOURNEY’ An epic 
adventure through the twin worlds of | 
Stark and Arcadia, seen through the 
eyes of April, an 18-year old art stu- 
dent. Features more than 100 unique 
locations, a cast of more than 50 
characters, and huge variety of story- 


related puzzles. Over 150 locations jammme 


spanning two distinct and detailed 
worlds with more than 70 speaking 
characters 


FunCom (Adventure) 
Release: 5/00 
PC CD 


‘OFFICIAL FORMULA 1 RACING 99” 
features all the teams, drivers and cir- 
cuits from the 1999 Formula 1 sea- 
son. Take part in the whole weekend 
or simply take part on race day. The 
game enables up to 12 players to 
race against each other & replay the 
race from any camera and any car. 


Eidos (Simulation) 
Release: 5/00 
PC CD 


SPlus700Pg3 


FS PATI Es 


COMPUTER GAMES: ROLE PLAYING 


| 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE — Pic 
Anachronox 07/00 $33.95 Final Fantasy VII 06/98 $18.95 Ultima 9 Ascension 12/99 $399 
Ancient Evil 06/00 $42.95 Final Fantasy VIII 01/00 $3995 Planescape Torment 12/99 $39.95 Ultima Collection 02/98 $129 
Asheron's Call 1/99 $44.95 Forgotten Rims Arcvs 3 08/99 $12.95 Rage of Mages 2 10/99 $2295 Ultima Online: 2nd Age 11/98 $189 
Baldrs Gate Exp Pk 2 06/00 $23.99  Forgottn Rims Arcvs2 08/99 $1295 Revenant 10/99 $2795 Ultimate Wizardry Archives 11/98 $25.9 
Baldrs Gate: Tale Swrd Cst 05/99 $18.95  Forgttn Rims Silver Ed 08/99 $24.96 ‘BALDUR'S GATE II: SHADOW OF 
Baldur Gate Chptr 1&2 07/99 $1195 Good & Evil 05/00 $42.95 AMIN’ adds new classes. spells. & 

, Spells, & 
Baldur Gate w/EP 1 11/99 $3295  Gothica 06/00 $44.95 items and uses a top-down view. 
Baldur's Gate 12/98 $2495 Heroes M&M Compendium 10/97 $28.95 Real-time but pauseable play, Assign 
Icarus: Sanctuary Gods 11/98 $14.95 actions to characters in your party 
Blade 06/00 $42.95 Icewind Dale 05/00 $4295 | during pause. 
Clans 09/99 $19.95 King of Dragon Pass 02/00 $3750 
Dark Stone 08/99 $29.95 Lands of Lore 3 04/99 $17.95 
Demise Rise Ku'Tan 03/00 $4295 Legacy of Kain 2 09/99 $28.95 
Deus Ex 03/00 $3395 — Legacy of Kain Bld Omn 09/97 $795 
Diablo 01/97 $995 — Legend of Blade Masters 06/00 $3895 
Diablo 2 05/00 $4290 M&M Millenium 10/99 $34.95 
Diablo Bundle 10/98 $1595 Middle Earth 06/00 $42.95 . 
Diablo Hellfire 12/97 $1795 Might & Magic 6 04/98 $19.95 silat ph de 
Discovery:Gene Wars 05/00 $42.95 Might & Magic 7 06/99 $2795 PC CD 
EverQuest 03/99 $34.95 Might & Magic 8 03/00 $42.95 
EverQuest:Ruins Kunark 04/00 $34.95 Might & Magic Compilation 11/98 $2795  Septerra Core 11/99 $34.95 
Fading Suns Nbl Armda 05/00 $39.95 Mordor 2 06/00 $38.95 Shadowrun: Assassin 06/00 $42.95 Warhammer 2 Dark Omen 11/98 $18.95 
Fallout 10/97 $14.95 Shattered Light w/Book 06/99 $28.99 Werewolf: Apocalypse 04/00 $38.9! 
Fallout 2 11/98 $1895 Nox 02/00 $38.95 Star Trek ConQuest 05/00 $28.95 Wizardry 8 06/00 $44.95 
é COMPUTER GAMES: ADVENTURE 
7th Guest 09/97 $895 Jewels Of the Oracle 03/95 $1999 Nemesis 10/96 $12.95 Rent a Hero 01/00 $25.98 
7th Guest 2 11th Hour 11/95 $595 Jewels Oracle 2 01/99 $19.95 — Nightlong 02/00 $19.99 Return to Krondor 12/98 $14.98 
Abe's Exodus 12/98 $2495 Journeyman Prict Trigy 05/99 $3495 Nocturne 10/99 $32.95 Riana Rouge 01/98 $18.95 
Ages of Myst 10/98 $3295 Journeyman Project 2 07/95 $28.95 Of Light & Darkness 04/98 $2499 Riddle Master Lu 10/95 $3.95 
Amerzone 10/99 $34.95 Journeyman Project 3 02/98 $14.95 Omikron: Nomad Soul 11/99 $26.95 Riddle of the Sphinx 04/00 $28.95 
Arcatera 06/00 $4499 King's Quest Collection 11/99 $1495 Outcast 08/99 $22.95 Ring 07/99 $27.95 
Atlantis 09/97 $2795 KQ8:Mask of Eternity 12/98 $18.95 Overseer 03/98 $1999 Robot Club 02/99 $38.95 
Azraels Tear 10/96 $599 Lander 09/99 $1999 Pandora Directive 08/96 $19.99  Safecracker 02/00 $19.95 
Beavis & Butthd Do U 01/99 $16.99 Last Call 03/00 $1995 Patriot Games 02/99 $4899  Scooby-Doo:Myst Fun Pk 10/99 $1895 
Beyond Time 12/98 $18.95 Phntsmgria Stgefrght 04/99 $3999 Seeker 06/00 $4499 
Black Dahlia 02/98 $29.99  Liath 06/00 $3999 Pirates! Gold 02/95 $19.99 Shadow Man 09/99 $19.95 
Blackstone Chroncles 11/98 $19.95 Light Bringer 02/00 $16.99 Police Quest 5 SWAT 12/95 $1999 Shannara 12/95 $34.95 
Blade Runner 11/97 $1795 Lion 12/95 $9.99 Shivers 2 04/97 $19.99 
Longest Journey 04/00 $39.95 Prince Persia Coll 11/95 $18.95 Simon the Sorcerer 3D 06/00 $39.95 
Blair WitchEpisode 2 10/00 $2795 Lost Vikings 2 05/97 $12.99 Qin:Tomb Middle Kingdom 07/96 $1895 Small Soldiers Sqd Cmdr 08/98 $19.99 
Byzantine 10/97 $16.95 — Lotus Spring 02/00 $2495 Queen: The Eye 01/00 $36.99 SoulBringer 05/00 $34.95 
Cals Ctime Saloon 04/97 $1999 | Mechosoma 03/99 $4499 Quest for Glory 5 12/98 $1995 — Star Trek Fed Compltn 11/98 $18.95 
Dark Seed 2 12/95 $1995 Morpheus 10/98 $1895 Quest for Karma 03/00 $19.99 — Star Trek SFA DVD 07/98 $42.95 
Dark Side Moon w/Book 08/99 $39.95 ‘THE LAST EXPRESS’ The great wis Star Trek: Vulcan Fury 01/00 $44.95 
Dark Side of Moon 12/98 $28.95 nations are poised on the brink of ie Star Trk Str Fit Acad 09/97 $12.95 
Dead Unity 02/99 $45.99 war. Into this tense. volatile mix [AST we Starship Titanic DVD 08/99 $38.95 
Dive Conquest Silver Eye 01/00 $999 , a Tender Loving Care 06/99 $2499 
roars the Orient Express, the epito- 
Dracula:The Resurrection 05/00 $39.95 ~,€ The Crystal Key 02/00 $18.95 
me of luxury, power, & decadence, 
Escape from Dr. S 06/00 $39.99 : Europe from Paris to The Forgotten . 02/00 $18.95 
F13 01/00 $22.95 she Tomorrow Never Dies 09/00 $42.95 
_Constantinople. As soon as you 
Fable 03/97 $8.95 step onto this opulent train, you are | Tonic Ln 10/99 $26.95 
se Haven 03/97 $995 plunged into treachery, romance, & | Talor’s Gate 03/00 $2795 
rankenstein 11/95 $14.99 intrigue. With Europe ready to Twinsen's Odyssey 07/97 $18.95 
Gabriel Knight 3 11/99 $29.95 explode, this train could literally be Under Killing Moon 11/94 $8.95 
Gabriel Knight Coll Ed 12/98 $24.95 the iaat Express Under Kling Moon w/Book 11/94 $895 
Grim Fandango 10/98 $29.99 Broderbund (Adventure) 
Gruesome Castle 01/00 $4799 Release: NOW Wild Wild West 12/99 $18.95 
Heart of Darkness 09/98 $995 PC CD XFile Adv Gme&Movie Bndl 07/99 $32.95 
Heart of Stone 09/00 $35.95 X-Files Adventure Game 06/98 $19.95 
Hype: Time Quest 11/99 $26.99 Muppet Treasure Island 08/96 $3599 Rama 10/96 $999 Y2K The Game 01/00 $14.95 
Indy Jones Infrni Mchne 11/99 $3995 Myst 2 w/Hint Book 08/99 $1295 Real Neverending Story 10/99 $42.99 Zero Critical 05/99 $18.95 
Inherent Evil Hntd Ht! 12/99 $1495 Myst 2: Riven 11/97 $2795 — Redguard 11/98 $2795 = Zork: Grnd Inquisitor 10/97 $28.95 
Jack Orlando 05/00 $3999 Myst Mstrpce Edition 09/99 $28.95 Reloaded 05/97 $1995  Zork:Nemesis 04/96 $18.95 
[ COMPUTER GAMES: SPORTS 
APBA Baseball 5 08/99 $4299  CabelaSptsmns ChlIng 06/99 $1495 Hardball 6 2000 Ed 04/99 $1295 NBA Live 2000 10/99 $36.95 
AVP Extreme Volleyball 03/00 $1895 Cabela's Grand Slam 03/00 $1899 Harley: Road to Sturgis 04/00 $18.95 NFL Blitz 2000 11/99 $24.95 
Aaron Vs. Ruth 07/97 $1499 Cabela's Shotgun Sports 05/99 $1999 High Heat Baseball 2001 03/00 $35.95 | NHL Championship 2001 07/00 $42.99 
Actua Soccer 3 01/00 $3999  Cbla's Bg Gm Hntr Pack 03/00 $14.95 JMcGrath Sprerss 2000 03/00 $39.95 NHL Hockey 2001 09/00 $39.95 
Afrcn Safari Trphy Hntr 03/99 $16.95 Championship Mgr 3 03/00 $39.95 Links Extreme 05/99 $2499 Offcl Frmla1 Reng 99 03/00 $22.95 
Alley 19 Bowling 02/00 $18.95 Deer Hunt Challenge 10/99 $16.95 Links LS 2000 10/99 $38.95 PBA Bowling 2 02/00 $19.95 
Backyard Baseball 10/99 $1999 Deer Hunter 2 09/98 $1895 Links LS 2000 10-Crs Pk 02/00 $1895 Snowmobile Chmpshp 200012/99 $18.95 
Backyard Football 10/99 $3499 Deer Hunter 3 11/99 $1795 Sports Car GT 04/99 $14.95 
Backyard Soccer 10/99 $1999 Deer Hunter 3 Gold 03/00 $1995 Links LS 99 US Open Pnhrst07/99 $18.95 T Nugent Ext Huntng USA 10/99 $15.95 
Baseball Mogul 12/97 $1795 Deer Hunter Companion 09/98 $999 M Stuart's Pro Bdy Brding 12/99 $3499 — Tiger Woods PGA Tour Clin 09/99 $28.95 
Expert Pool 03/00 $3595 MS Baseball 2000 04/99 $1895 Triple Play 2001 03/00 $38.95 
Big Game Hunter 03/98 $1999 12000 03/00 $3795 MS NFL Fever 2000 09/99 $1995 Trophy Buck 12/98 $29.99 
Big Game Hunter 2 Add 0n06/99 $14.95 FIFA Soccer 2000 11/99 $3295 Madden NFL 2000 09/99 $3495 Trophy Buck 3D 10/99 $19.99 
Cabela Big Gme Hntr 3 12/99 $14.95 Football Mogul 03/99 $18.95 Master Big Game Hntr 06/00 $3999  Virt Deep Sea Fishing 04/99 $18.99 
Cabela Special Permit 11/98 $15.99 Formula 1 ‘99 02/00 $24.95 NBA Basketball 2001 08/00 $4299 Virtual Pool 2 11/97 $18.95 
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Foming Soon! 


‘CAMPAIGN 1776: 
THE AMERICAN REV- 
OLUTION’ is a tacti- 
cal/operational level 
game covering the 
z major battles of the 

American Revolution 
from the first clashes 
at Concord & 
Lexington to the Siege 
of Yorktown. 
Combines a detailed 
tactical game engine 
with a higher level 
campaign game so 
you can fight individ- 
ual battles, a cam- 
paign covering several 
battles, or the entire 


COMPUTER GAMES: WAR 


Wal. 


HPS(War) 
Release: NOW 
PC CD 


‘PANZER CAMPAIGNS: NORMANDY 
‘44’ is an operational or grand-tacti- 
cal simulation of WWII combat, cov- 
ering the D-Day invasion. 55 starter 
& intermediate scenarios, & 250 turn 
campaign game. Solo play, 2 person 
hot-seat, 2 person Play-By-E-Mail, & 
multiplayer over LANs & Net 
HPS(War) 
Release: 6/00 
PC CD 


x Campaigns 


A John Tiller Game 


‘SMOLENSK ‘41’ 


Release: NOW 


TITLE RELEASE PRICE TITLE RELEASE _—RICE TITLE RELEASE PRICE Tile RELEASE RICE 
101st Airborne Normandy 10/98 $1495 Great Battles Caesar 03/98 $1495 Op ArtWr 2: Elite Ed 01/00 $38.95 Prelude to Waterloo 10/97 $14.99 
12 O'Clock High 11/99 $2795 — Great Battls Alexndr 06/97 $1495  OpArtWrEP2ClshEgls 01/00 $3995 Rising Sun 02/00 $38.95 
Age of Sail 11/96 $1495 Great Battls Sries CE 10/98 $1995 Oper Art War Exp Pk 1 02/99 $1495 Road to Moscow 11/00 $3795 
Aide de Camp 2 01/98 $4295 Great Bttles Hannibal 11/97 $14.95 
Allied General 12/95 $1895 Great Civil War Bttls 06/00 $19.99  Oprtn: Blood & Guts 12/00 $3599 Semper Fi 02/98 $8.95 

Grt NvI Bttls 3,4 Bnd 05/97 $1295 OprtniArtWr2 MdnWr 05/99 $3995 Shogun: Total War 05/00 $37.95 
Battle of Britain 03/99 $995 Guts Glory: Bttl Scly 06/00 $29.99 Over the Reich 11/96 $14.95 Sid Meier's Antietam 03/00 $29.95 
Battlegrnd Antietam 11/96 $18.95 ‘HARPOON 4’ With all the depth Sid Meier's Gettysbrg 10/97 $14.95 
Battlegrnd Bull Run 05/97 $9.95 LETRAY (Bonad,sg and detail of it's predecessors plus Smolensk to Moscow 04/99 $29.95 
Battlegrnd Gettysbrg 12/95 $9.95 j gorgeous 3D graphics that bring Steel Panthers 2 11/96 $14.95 
Battlegrnd Shiloh 07/96 $12.99 WEDESNINAVAL COMET, Sie | Naval Tactical Combat to life; this 3D Steel Panthers 3 W97 $12.95 
Battlegrnd Waterloo 05/96 $18.95 combat simulation has it all. Over Steel Panthers 4 05/00 $42.95 
Battleground: Coll 1 01/99 $18.95 250 modern ships, submarines, air- Stee! Panthers Camp 08/96 $14.99 
Battleground: Coll 2 01/99 $1795 craft & ground formations from 14 Steel Pnthrs 2 Cmp 1 04/97 $14.95 
Battigrnd 9: Chickmgua 01/99 $1795 countries, "super ships’ options and Storm in the West 04/98 $28.95 
Campaign 1776 03/00 $33.95 a Scenario Editor for unlimited Tides of War 11/98 $24.99 
oe, Se daneplay ae ony aad ofthe | Po? 20S 
/ many features in Larry Bond's | Uti WargColl. vol 3 02/00 $2995 
Close Combat 3 01/99 $19.95 Harpoon 4. V Victory Bundle 11/95 $19.95 
Close Combat 4 11/99 $32.95 Mindscape (War V Victory Velk Lki 02/95 $8.95 
Close Combat Trilogy 09/99 $24.95 Release: one War Along the Mohawk 09/98 $14.95 
Close Combat V 09/00 $42.95 PC CD] War in Europe 01/99 $3999 
Cmpgns Amer Civil War 10/00 $52.95 War in the East: Crimea 04/98 $24.95 
Code Name Eagle 03/00 $38.95 Harpoon 4 09/00 $4295 Pacific Battles 06/00 $3999  Warinthe East: Izyum 04/98 $24.95 
Combat: Operation Vict 07/99 $1795 — Harpoon 97 11/96 $795 Pacific General 07/97 $2895 War in the East: Leningrad 04/98 $24.95 
D-Day Amer Invades 09/95 $1495 Horse and Musket 02/00 $42.95 Pacific General Budget 07/98 $899 War inthe East: Rostov 04/98 $24.95 
Decisive Action 12/00 $39.99 Last Battles 45 06/00 $4499 Pacific Tide 01/00 $45.99 War in the East:Kiev 04/98 $24.95 
Defending the Reich 12/00 $42.95 Man of War 2 06/99 $28.95 Panthers in Shadows 09/95 $41.95 War Inc. 10/97 $795 
East Front 11/97 $895 Medieval 07/98 $3299 Panz Cmmdr/PanzGen2 Bndl02/99 $19.95 | Wargame Coll. Vol.2 02/00 $29.95 
East Front 2 04/99 $2495 Napoleon 1813 40/99 $2999 Panzer Cmpns:Smolensk 4101/00 $34.95 | Warhmmr 40K Universe 06/99 $32.95 
East Front Camp 03/98 $1495 Napoleon in Russia 05/97 $1795 West Front 11/98 $34.95 
North Vs. South 02/99 $39.99 Panzer General 2 10/97 $895 West Front Bttl Pck 1 07/99 $14.95 
Fighting Steel 06/99 $2895 Op Art War: Elite Ed 06/99 $1795 Panzer General 2w/Gde 05/99 $1795 — West Front: Elite Editn 10/99 $28.95 
Final Liberatn WHm 40K 11/97 $12.95 Op Art Wr 2 Fish Ksvo 11/99 $1295 — Point of Attack 2 09/00 $46.99 West Front: Sea Lion 11/99 $18.95 
COMPUTER GAMES: HARDWARE 
Controllers Guil FF Yoke Ped 04/00 $169.95 | MS SW GmePad Pro 10/99 $3495 | Dmd Monster MX400 02/00 $8495 
CH EXL 500 Race Set 09/99 $4995 Guillemot Jet Ldr USB 02/99 $3495 MS Trackball Explorer 06/00 $6495  Guil Fort Sound Card 11/99 $45.95 
CH F-16 Combt USB 12/99 $69.95 Guil Race Ldr FF Whl 12/99 $129.95 MS Trackball Optical 06/00 $4495 Sound Bistr Live Plat 01/00 $179.95 
CH FI Sim Yoke USB 02/00 $8995 —Intract V4 F Fdbk Whl 03/00 $124.95 Mad Catz Andretti Whl 05/99 $6495 Sound BI Lv X-Gamer 10/99 $94.95 
CH Gamepad USB 04/99 $2495  Intrct HH FX Fre Pd 03/00 $44.95 Mad Catz Panther XL 01/98 $54.95 Soundblaster MP3+ 01/00 $89.95 
CH Gm st 3D Jystck 10/98 $39.95 Ltech WM FFre Whl 01/99 $139.95 Pool Shark 04/00 $3495 TBeach Mont 2 Qdzlla 07/99 $99.95 
CH Gamestick 3D USB 11/98 $3995  LtechWMGme Mouse 05/99 $3295  Qshot Master Pilot 98 04/98 $36.95  Turt Beach MontA3DX 06/98 $79.95 
CH Pro Pedals USB 04/00 $99.95 — Ltech WingMan Attack 11/99 $3999  Quickshot Mstr Pilt Val 03/98 $5495 Xtel Storm Pltnm A3D 04/99 $69.99 
CH Pro Throttle 03/96 $7995 Ltech WM Ext Dig 3D 11/99 $3495  Qshot MstrPit Prog 04/98 $1995 Xtel Strm Pitm GmrPk 04/99 $89.99 
CH Race Wh wPedals 10/97 $4995  Ltech WM GPad Ext 01/00 $3995 Qshot SkyCommander 05/98 $44.95 Video Cards 
Guil Dual Analog GP 04/00 $2995 — Ltech WM Thunderpad 10/99 $895 Razer Boom 1000 02/00 $6995 3D Prophet 3DDR 03/00 $299.95 
Guil Ferrari Race Wh 02/00 $4995 MS IntelliMouse Optl 04/00 $54.95 Razer Boom 2000 02/00 $9995 3DLabs Ox VX1 PCI 04/00 $289.95 
Guil Jet Leader Dig 02/00 $34.95 MS SWnar FStl ProPad 11/98 $65.95 Saitek Cyb 2000 Jstk 04/99 $24.95 3Dfx V 3 3000 PCI 10/99 $134.95 
Gravis Dstryr PC GP 02/00 $1395 MS SW Prec Pro USB 08/98 $62.95 Saitek Cyborg 3D Pad 11/98 $38.95 3Dfx V3 3000 AGP 04/99 $149.95 
Gravis Xtrmntr GP 07/98 $39.95 MS SideWind FF Whl 10/98 $149.95 Sait Cyb 3D Jstk USB 12/98 $49.95  3Dfx Voodoo3 3500 09/99 $189.95 
Gravs PC GP Pro USB 03/99 $1995 MS SW FFdbck 2 10/00 $9995  SaitekGM2Pad&Mse 03/00 $3995  3dfx V5 5500 PCI 04/00 $289.95 
Grvs Xte Dig Pad USB 01/00 $39.95 MS SideWinder Stan 06/99 $2995 Saitek P120 PC Pad 10/99 $995  3dfxV 4 4500 AGP 03/00 $179.95 
Guil Force Feed Back 04/00 $79.95 MS SW Strat Cmmdr 40/00 $5995 Saitek P2000 Tilt Pad 04/00 $44.95  3dfx V4 4500 PC! 03/00 $179.95 
Guil FF Reg Whi 04/00 $119.95 MS SW Dual Strike 12/99 $52.95 Saitek R100 Race Wh 12/99 $45.95  3dfx V5 5000 AGP 03/00 $229.95 
; = Saitek R4 FF Wheel 11/98 $15995  3dfx V5 6000 AGP 03/00 $599.95 
Saitek R4 Racing Whi 12/98 $8995 ATI All in Wonder 32 02/00 $249.95 
Saitek SP550 Stk & Pd 10/99 $2495 ATI RAGE Fury MAXX 03/00 $289.95 
Saitek ST110 Dyn Stk 12/99 $1895 ATI Rage Fury Pro 03/00 $148.95 
Saitek USB Hub 12/99 $34.95 ATI W 128 AGP 32MB 03/00 $249.95 
Saitek X36 CS USB 02/00 $99.95 Creative 3D Annihil 02/00 $279.95 
Saitk P750 Dgtl Cnt Pd 12/99 $2795 Crtv 3D Bi Svg4 32 06/99 $124.95 


TM Elite Ruddr Pedals 03/98 $59.95 

TM Nscr Pro Dig Reg 12/99 $69.95 

TM Nscr Sp Reng Whi 08/99 $39.95 

TM Ref USB 3D Jystk 12/99 $29.95 

TM Top Gun Platinum 04/99 $19.95 

TM NASCAR CH PED 02/00 $44.95 
Sound Cards 


Dmd Monster MX300 01/99 $69.95 


Crtv 3D BI RIVA TNT2 
Crtv 3D BI RIVA Ultra 
Dmd Viper I 32MB 
Dmd Vpr V770 AGP 
Guil Maxi Gm Xntr 32 
Matrox Mil G400 MAX 
Max Gme 3D Prophet 
Voodoo5 5500 AGP 


11/99 $149.95 
09/99 $189.95 
11/99 $189.95 
06/99 $144.95 
11/99 $189.95 
12/99 $239.95 
12/99 $239.95 
05/00 $289.95 


mem ‘EUROPE IN FLAMES’ The entire 
Campaign Series of wargames in just 
one box - Europe In Flames allows 
you to play the Axis or the Allies on 
either the East or West Front during 
World War ||. Combining the East 
Front and West Front series of 
| games, along with all the expansion 
| packs, Europe in Flames delivers over 
280 scenarios - making it an excel- 
lent value for the novice and veteran 
wargamer alike. 
Talonsoft (War) 
Release: NOW 
PC CD 


‘CH FLIGHT SIM YOKE- 
USB’ New ergonomically 
designed yoke movement 
without a center detent 
allows the ultimate in con- 
trol. 5 axis control includes 
pitch, roll, throttle lever, pro- 
peller lever, & mixture lever. 
19 button functions include 
gear switch, flap switch, 8- 
way hat switch, two 2-way 
—— rocker switches, and 4 
push buttons. 


CH Products (Hardware) 
Eooeee: NOW 


‘SAITEK X36 CONTROL 
SYSTEM’ includes pro- 
grammable X36F Stick 
&  X35T Throttle & 
Rudder Control. 

Saitek eg 
Release: NOW P 


‘X36 CONTROL SYS-' 
TEM USB’ 
Release: NOW 


X35T:2xFireButtons,4WayHat 
Switch, RudderControl,2xRotary 
'| Controls, MouseController. 


‘RAZER BOOMSLANG 
2000 MOUSE’ Better in 
Battle - Three times the 
accuracy of a normal 


Guillemot (Hardware) 
| 1 aaa 3/00 


©2000 CHIPS & BITS, INC. 


‘GUILLEMOT 3D PROPHET DDR-DVI' The 3D Prophet accelerates the 
most complex shadows, lighting & complex, smooth-skinned characters. 
| It integrates NVIDIA's first GPU, the revolutionary 256-bit GeForce 256, 
optimized for DDR and generating up to 15 million triangles/second. 


Atari Arcade Hits 
Buggin 


Bugs Bunny Lost Time 


Expendable 
Lode Runner 2 
Pandora's Box 
Pit Droids 
Pitfall W95 


09/99 
03/00 
11/99 


05/00 
10/98 
08/99 
11/99 
08/95 


$18.99 
$34.95 
$28.95 


$36.95 
$26.99 
$18.95 
$2795 

$9.95 


| COMPUTER GAMES: ARCADE 


Pro Pinball Timeshock 


Resident Evil 3 

Rogue Squadron 
Sci-Fi Pinball 

Sinistar: Unleashed 
South Park Rally 
Space Invadrs/Astroids 
Wetrix 


12/97 


06/00 
12/98 
12/99 
09/99 
01/00 
03/00 
02/99 


mouse (1000 dpi & 

| 2000 dpi available): 

= Lightning-quick,  four- 

$19.99 button control; On-the- 

fly, adjustable sensitivity. 

$34.99 To defeat your enemies, 

$28.95 you'll need the best 
$14.95 weapons available. 

$24.95 Razer (Hardware) 

eon Release: NOW 

$9.95 a 


SPlus700P94 


‘SOLDIER OF FORTUNE’ 
You're the world's dead- 
liest Soldier of Fortune & 
| your mission is clear: sur- 
vive. Track your prey 
across the globe in a 2 
series of secret missions (ii 

to take down a fanatical * 
terrorist Organization. ff 
Features 26 levels in 10] 
missions; — ultra-realistic 


4 


UCIVE 


—, 


Uren now and re 


weapons, enemies & envi- ours 
ronments; and multiplayer er 24 ek st fuac + 
ode (Detach, OMrays 2 We OUT Tee Cataiog with 
Assassin, Arsenal &| | 
Capture The Flag). 1 iT nT, iy iit es ~~ | 
nousands; of games! 
Activision (Action) | | BOARD GAMES || CARD GAMES 
Release: 3/00 Title RELEASE PRICE Time RELEASE PRICE Title RELEASE Price Time RELEASE Ric 
PO CD | 2nd or 3rd Fleet ea. 12/94 $2999 Digging 03/00 $1599 River Death Chicamauga 11/99 $6499 7th Sea SD 09/99 $89 
6 Billion 04/00 $21.99 — Dinosaurs Lost World 01/95 $29.99 Robo Rally 01/96 $3699  Battletech Starter 11/96 $79: 
‘HALF LIFE: TEAM FORTRESS 2: Acquire 06/95 $2999  Diskwars Asstd Armies 07/99 $899 Samurai Swords 04/97 $48.99 Digimon Starter Deck 04/00 $99 
BROTHERHOOD OF ARMS' Go into Age of Renaissance 12/96 $4999 Dragon Dice 09/95 $1199 Scrabble Dix 08/97 $49.99 
battle as part of a cohesive squad of oe Airlines 1 or 2 ea. 08/98 $3499 Eagles Empire Eylau 10/99 $3499 MTGBooster Asstd ea. 06/98 $29 
warriors. Assume one of 12 roles, ae Ancient Empires 01/95 $2999 Eastern Front 2nd Ed 12/94 $52.99 — Siege of Jerusalem 12/94 $2999 MTGStarter Asstd.ea. 07/98 $89 
each with strengths & weaknesses. If Awful Green Things 05/96 $1799 — Empire Builder 03/96 $3199 Silverton 01/00 $3999 MTG Nemesis SD 02/00 $99 
you're looking for a straight-up fight, T f A Ml ee i Axis & Allies 11/94 $4999 — Empire of Rising Sun 11/95 $4499 — Stonewall in Valley 05/95 $3199 MTG Prophecies SD 05/00 $99) 
you'll choose Marine or Commando. BROTHERHOOD OF ARMS Empires in Arms 12/94 $3699 Stratego Legends 01/00 $2699 Pokemon BP 2 03/00 $29 
Prefer the shadows? You'll make a ae Battle Mist 10/98 $4299 — Europa 1945-2030 05/99 $3799 Through the Desert 05/00 $3199 Pokemon BP Team Rocket 04/00 $49 
cunning Spy or Sniper. Focus the raw Battleground WWw2 03/99 $2899 Europe at War 2nd Ed. 09/96 $4499 Thunder's Edge 09/99 $42.99 Pokemon SD 2 03/00 $89 
force of your team’s talents through Battles Forgotten War 04/97 $41.99 Tile Chess 12/99 $1299 Star Trek TNG SD 07/95 $89 
communication & strategizing. Battles of Alexander 11/94 $3399 For Whom Bell Tolls 07/96 $56.99 Victory 06/99 $38.99 Star Wars BP Asstd.ea. 12/99 $29: 
Sierra (Action) Battletech 4th Ed. 12/94 $2199 Freight Train 07/98 $1799  Vinci:Rise & Fall Civil 11/99 $25.99 Tomb Raider SD 09/99 $8.91 
Release: 12/00 Blackbeard 12/94 $3199  Galacia & Tannenberg 01/00 $3699 War Galley 05/99 $49.99 WWF Starter Deck 05/00 $9.9 
PC CD Bosworth 04/00 $1999 Great War at Sea 5 01/00 $36.99 — We the People 12/94 $36.99 
Brandywine 03/00 $3299 Guild Wars 12/98 $3499 WEREWOLF: THE APOCALYPSE’ 
‘THIEF Il: THE METAL AGE’ You Britannia | 12/94 $22.99 Hannibal 03/96 $36.99 s a 1st to 3rd person action/adven- 
ive Caesar Civil Wars 12/94 $4499 Here Come the Rebels 12/94 $26.99 ini ion- 
play a master thief in a quest to make feneianittd ee ture game — combining action 
ua se ampaigns Civil War 02/95 $2199 India Rails 08/99 $31.99 ked gameplay with all the dark 
a living at stealing. Features artificial ar Wie Cea 07/96 $2199 08/99 $3999 |eaenee warneDiay 
intelligence, a new story line, render- — i. oo | Pee GE Te MUGED Site os>- 
baer Carnage 04/99 $58.99 Midway 2/94 $26.99 | ful RPG series. Modifications to the 
er enhancements, & a cooperative Castle of Magic 05/99 $2499 — Monopoly Marvel Comics 10/99 $3499 | Unreal engine allow for all the ele- 
Pe eve ae sete awe pavers Napoleon's Battles 2/94 $2899 | ments that make it a realistic inter- 
aids, mutiplayer-specic. mission amie: meme pean oweo sieee | Salon ofthe Werewolf Univers 
objectives, puzzles, and traps that . » ‘i GMM | Command Decision 01/99 $3499 Panzer Grenadier 1 04/00 $42.99 a roll “adidas 
require coordinated action to defeat. Crimson Skies 01/99 $2999 ( olep aying) 
Release: 5/00 
Eidos (Action) i Cults Across Amer. ne on Quests of Round Table 02/99 $19.99 PC CD 
Release: NOW ay | Rebels & Redcoats lor 2 05/95 $2999 
Deluxe Diplomacy 12/94 $4999 — Reiner Knizias Vampire 04/00 $899 
PC CD Deluxe Pente 10/99 $1799 Risk 03/96 $3799 
| HINTBOOKS —| | -—~PC:TRADITIONAL ROLEPLAYING 
‘DIRT TRACK RACING’ Race Abomination 01/00 $1799 3D Ultra Lionel Traintown 12/99 $19.95 AD&D 7th Sea Players Guide 07/99 $2599 
through 12 series on 30 tracks, Alien Vs Predator 07/99 $1699 Babyz 10/99 $2899 AD&D Core RulesV20 12/98 $4999 Aberrant 11/99 $20.99 
including Oval, D-Oval, Tri-Oval and Bridge Delux 2 W95 02/98 $1495 Arms & Equipment Guide 05/95 $18.99 AlternityPlayer's Handbook 04/98 $2799 
Andee LD ee Die Hard Trilogy 2 02/00 $1199 Bridge Trix 03/00 $3995 — Book of Artifacts 05/95 $20.99 
fa aaa De eH i Die by Sword OSS 09/99 $1999 Catz 4 09/99 $2495  Calimport 12/98 $1599 Brave New World 09/99 $2599 
machines Pure Stock- Entry level Drakan 09/99 $1799 Chessmaster 7000 09/99 $2895  Childrn Night Asstd.ea. 05/99 $15.99 Call of Cthulhu 5th Ed. 07/98 $26.99 
cars with no modifications Half Life Oppsing Fre 12/99 $1799 Clue: Murder Boddy Mnsn 10/98 $18.95 Campaign Cartographer 2 10/99 $69.99 
: ars Half Life Team Fort2 09/00 $1799 Coffee Break Games 03/99 $6.99  Cormanthyr: Empr of Elves 03/98 $2399 Changeling 09/95 $26.99 
Production Stock- 500 Hp modified Messiah OSS 11/99 $1999 Cosmo Fashion Makeover 10/99 $1799 Demi Human Deities 12/98 $2199 City Designer 2 10/99 $36.99 
Stock cars, & Late Models- Quake 3 Arena 12/99 $1799 Cosmo Fashn Mkeovr Dix 10/99 $3495 —_Draconomicon 02/00 $1699 Conspiracy X 09/96 $24.99 
Professional, highly modified 800 Hp Rogue Spear 10/99 $1799 Cosmo Virt Makeover 2 10/99 $2595 —_Dragonkings 02/95 $1699 Cyberpunk 2020 05/95 $18.99 
cars with fiberglass bodies. System Shock 2 09/99 $1799 Cosmo Virt Mkeovr 2 Dix 10/99 $42.95 Dungeon Builders Guide 07/98 $1399 DC Heroes Dix Unvrse Bx 12/99 $2999 
GT (Simulation) Tomb Raider 4 12/99 $1299 Cosmo Vrt Mkovr wCamera09/99 $8895 Deadlands Rulebook 10/97 $2799 
brag Now sd Indy Jones Infrni Mchn 12/99 $1799 Cosmo Vrt Mkvr Sti Pk 1 02/00 $1395 Encyclopedia Magica 1-4 €a.04/95 $2299  Deadlands Hell on Earth 12/98 $2699 
RATBAG Pharaoh 12/99 $1799 Cosmo Vrt Mkvr Styl Pk 2 02/00 $13.95 FR Interactive Atlas 10/99 $56.99 Dice Asstd. ea. 02/00 $5.99 
‘ ’ ne Anachronox 02/00 $1799 Cosmo Vrtl Mkeovr Coll 06/99 $38.95 Greyhawk Players Guide 12/98 $1199 Dragon Ball Z 10/99 $18.99 
(Das ex sega feel y Asheron's Call OSS 02/00 $1799  Dogz4 10/99 $2699 Guide to Transylvania 10/96 $11.99 Dragonlance 5th Age 09/96 $21.99 
powerful ‘nano-technologically aug- Baldur's Gate 03/99 $1799  E-M@il Games Battleship 02/00 $1995 — Lankhmar, City of Adv. 09/96 $9.99 Dune 03/00 $29.99 
chs ; Crusaders Might Magic 01/00 $1799 E-M@il Games Scrabble 02/00 $19.95  Monst Comp Annual 4 12/98 $18.99 — Earthdawn 06/95 $1799 
mented anti-terrorist agent. It's up to Deus Ex 03/00 $1799 Hong Kong Mahjong 12/96 $895 Planescape Camp Setting 02/95 $2899 Fading Suns 02/97 $21.99 
you to stop the conspirators from Diablo 2 OSG 05/00 $1799 Hoyle Solitre & Mhing 08/99 $1895 —Planewalker's Handbook 09/96 $21.99 
achieving their goals. Travel the globe EverQuest OSG 04/99 $1699 MTVMusic Generator 04/00 $28.95 Heavy Gear 08/95 $2699 
in a quest for pest soil EverQuest:Ruins Kunark 04/00 $1799 — Masque Blackjack 02/00 $1895 Priests Spell Comp 1-3 ea. 05/99 $2199 Heroes Unlimited 2nd Ed. 02/98 $2199 
Lealang betas patie ee Fallout 2 02/99 $1999 — Monopoly 2 10/99 $2895 Requiem: Grim Harvest 09/96 $2599 Hunter 11/99 $2599 
determine when stealth and strategy Might & Magic 8 03/00 $1799 Scrabble 2 09/99 $28.99 Silver Anniv. Coll, 08/99 $5499 In Nomine 03/97 $23.99 
are more important than action. Nox 03/00 $1799 Shanghai 2nd Dynasty 12/99 $3495 TSR Jam 99 04/99 $1199 Jovian Chronicles 04/98 $25.99 
lonStorm (Roleplaying) Planescape Torment OSG 03/00 $1799 — Simpsons Virtual Spring 10/97 $18.95 Tribes of Heartless Wsts 01/98 $1799 Kingdoms of Kalamar 04/00 $25.99 
Release: 5/00 Ultima 9: Ascension 12/99 $1699  Solitair Antics Delu 02/00 $1895 Van R Mnster Hntr 1-3ea 02/99 $21.99  MERP 2 Softcover 10/95 $19.99 
PC CD B-17 Flying Fortress 2 03/00 $1799 Totally MAD 12/99 $4995 Van R's Guide Asstd.ea 04/95 $1199 Macross 2 04/95 $11.99 
Delta Force 2 OSG 12/99 $1799 Warriors of Heaven 09/99 $16.99 Mage 2nd Ed. 02/95 $28.99 
MechWarrior 3 Exp. Pak 02/00 $1799 Who Wnts Be AMlinre? 12/99 $15.95 = Wizard Spell Comp 1-4 ea. 10/96 $2299 Marvel Super Heroes 09/98 $21.99 
‘SHADOW WATCH’ After failed sesh “Wes erroo. [SIAR TREK: ARMADA’ The Borg ts —_ ee oe 
attempts by Russia & the US, a on ee a have returned! You're in charge of : 
multi-national consortium of science Alpha Centauri 02/99 $16.99 the Federation, Klingon, Romulan & Pendragon 4th Ed. 05/95 $24.99 
agencies thinks member nations Heroes MM3 Shadow Death03/00 $1799 Borg fleets that will wage this epic Rifts 06/95 $21.99 
could jointly build a space station. Homeworld 10/99 $12.99 battle Build starships construct | Robotech 04/95 $11.99 
Lead a team to uncover a plot to stop Fa Majesty 03/00 $1799 antes PS, é Shadowrun 3rd Edition 10/98 $28.99 
d GF a plot tO Stop F space stations, & research special ) 
humanity's advancement to the oibliits a ee weapons to lead your side to victo 
stars, Launch covert missions using | Railroad Tycoon 2 12/98 $19.99 is hoi ths earner val ae Traveller 09/96 $22.99 
your team to rescue hostages, plant |} sng 300 aweg exe lvive @ Klingon civil war, Romulan os ee 
surveillance devices, raze buildings, |) SimCity 3000 01/99 $16.99 subterfuge and the Borg's search Tinity . 03/98 pomsi 
& assault enemy strongholds. Star Trek Armada OSG 05/00 $1795 ; Petar The titre |e | Twilight Imperium 02/00 $1799 
Of perfection. the tuture is in your Unknown Armies 09/99 $21.99 
Red Storm (Strategy) Starcraft . 05/98 $14.99 conitnand 
Release: 5/00 Starcraft Scenario Ed 01/99 $16.99 Activision (Strategy) 
PC CD Starcraft: Brood Wars 01/99 $16.99 Release: 4 /00 Werewolf 02/95 $2499 
PC CD World of Darkness 06/95 $15.99 
Warcraft 2 Battle.net 10/99 $12.99 Wraith 02/95 $24.99 
SPlus700Pg5 ©2000 CHIPS & BITS, INC. 


‘LUNAR 2: ETER- 
NAL BLUE’ Join 
Hiro & Ruby a 
thousand years 
after the first 
adventure, as they 
; A wt ) work to unlock the 
aan fis secrets of the Blue 
| 4 Spire. Meet new 
z characters, fight 
monsters, traverse 
mountains, & crawl 
NEW Lo wat in, eS he me) through sage 
aw TON TE AONT A Gae eee as you wind your 
PRICE W eP LAM EN ga As way toward the ter- 
S! eee C= rifying climax! 


SONY PLAYSTATION |[ DREAMCAST _| | (Rolepleying)” 
(Roleplaying) 
TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE —- PRICE Release: 7/00 
ce Combat 3 03/00 $36.95 Knockout Kings 2000 11/99 $36.99 Rampage Thru Time 07/00 $39.99 4 Wheel Thunder 05/00 $44.95 PSX 
Koudelka 06/00 $4499 Resident Evil 3:Nemesis 11/99 $4495 Arena Football 05/00 $46.99 > ae 
lundra 2 03/00 $3995 LEGO Rock Raiders 05/00 $3995 Resident Evil Survivor 05/00 $42.99 Carrier 03/00 $3995 f DRACONUS' Bring knowl 
rmored Core Mstr Arena 03/00 $3999 Legend of Mana 06/00 $39.95 Castlevania Resurrectn 06/00 $46.99 edge of the arcane arts and 
rmy Men World War 04/00 $3995 Lunar 2:Eternal Blue 07/00 $5695 — Rhapsody 05/00 $4299 Chu Chu Rocket 03/00 $2999 . mastery of deadly swordplay 
atletanx 2 03/00 $39.95 \EGEND OF MANA AY Crazy Taxi 02/00 $4695 || tA se an We fas bat 
east Wars o4/o0 $2999 | Ra sequel to one of the most} 2K Angel Vamp Apoc 06/00. $4495 : ie te ' ie a ae 
seule 07/00 99 a; popular RPGs ever. Beautiful} 0°2¢ or Alive 2 03/00 $3995 fff Oh NUE Ue ee 
roken Sword 2 12/99 $3795 C. 3D environment, land cre- | Deep Fighter 08/00 $4299 || © | weapons and over 20 magic 
TR:Crash Team Racing 10/99 $39.95 =) ation system new fighting Draconus 05/00 $46.99 C) j spells to defeat the vile 
armageddon 2 06/00 $39.95 ond ‘ Dragon Lord as you explore 
- ystem & over 70 scenarios. d mois. gach 
hessmaster Millenium 10/99 $39.99 9 Battles take place Dreamcast System 09/99 $199.95 eS een 
af J with their own puzzles, ene- 
wn in real time. Features magic } Dreamcast VMU 09/99 $29.99 2 slate rn 
olin McRae Rally 02/00 $39.99 > spells, special weapons & ECW Anarchy Rulez 08/00 $46.99 7 iene (Fi htin ) 
olony Wars 3 Red Sun 05/00 $39.95 rs) aritfacte: ESPN Baseball Tonight + 06/00 $4699 ben dg 5 00 
oo! Boarders 4 10/99 $38.99 all Squaresoft Ecco the Dolphin 07/00 $46.99 Dreamcast 
rash Bandicoot Warped 11/98 $19.95 nome (Roleplaying) F1 World Gran Prix 04/00 $4699 
rusaders Might Magic 03/00 $3699 | i Release: 6/00 | Srand Thett Auto 2 04/00 $42.99 ‘CASTLEVANIA: RESUR- 
estruction Derby 3 05/00 $39.99 Take PSX Legacy Kain Soul Reaver 01/00 $46.99 7 3 
ie Hard Trilogy 2 02/00 $3995 RECTION’ Get geared-up for 
\igimon World 05/00 $3999 MLB Pennant Race 2001 03/00 $3895 Road Rash Jailbreak 02/00 $3695 | MDK2 04/00 $4499 g the bloodiest vamp wars 
ino Crisis 2 08/00 $3999 Madden Football 2000 08/99 $35.99 Road to El Dorado 06/00 $3995  Omikron 06/00 $44.95 wever as = you enter 
river 2 06/00 $3999 Major League BB 2001 05/00 $3999 Plasma Sword 04/00 $3699 Castlevania's 12th incarna- 
Major League Soccer 99 06/00 $3999  SaGa Frontier 2 02/00 $3995 Rainbow Six 04/00 $44.95 tion. Step into this tangled- 
June 2000 1/99 $3999 March Madness 2000 12/99 $3999 Samurai Showdown Warrior04/00 $3995 Ready 2 Rumble Boxng 2 08/00 $46.99 Seda sey A ready : 
CW Anarchy Rulez 08/00 $3899  MediEvil 2 05/00 $3995 — Spiderman 08/00 $3995 — Resident Evil Code Veron 03/00 $42.95 Li ; rs : sak SUCK- 
agle One Harrier Attk 04/00 $42.99 Star Wars Jedi Pwr Batt 04/00 $4299 Sonic Adventure 2 09/00 $46.99 CES OTN ANE es 
‘hrgeiz 2 06/00 $3999 Mobil 1 Rally Champ 04/00 $3999 Street Fighter EX2 Plus 06/00 $3899 Spec Ops:Omega Squad 06/00 $4499 
IFA Soccer 2001 07/00 $3995 Monster Rancher 2 09/99 $3999 Striker Pro 2000 04/00 $3995 Striker Pro 2000 04/00 $42.99 
ear Effect 02/00 $39.95 Ms. PacMan Maze Madness09/00 $39.95 Suikoden 2 09/99 $3995 Super Magnetic Neo 07/00 $4499 ¥ f 
ighting Force 2 12/99 $3995  N GEN Racing 06/00 $3995 Syphon Filter 2 03/00 $39.95 Konami (Roleplaying) 
NASCAR Rumble 02/00 $36.99 Time Stalkers 03/00 $46.99 Release: 6/00 
inal Fantasy VIII 09/99 $3995 NBA Basketball 2K 03/00 $3999 Threads of Fate 07/00 $4299 Ultimate Fight Champ 07/00 $46.99 Dreamcast 
‘ont Mission 3 03/00 $38.99 NFL Blitz 2001 08/00 $3999 Titan AE. 09/00 $3999 World Series BB 2001 06/00 $4499 NG Rie an DE: 
jalaga 09/00 $24.99 NFL Game Day 2001 09/00 $3999 Tony Hawks Pro Skatr2 09/00 $39.99 USED G AMES fact iet-fighter racing sim 
jalerians 03/00 $3995 NHL Hockey 2000 09/99 $36.99 Triple Play 2001 03/00 $39.95 ae Trainer, Fighter S.. 
3ekido 05/00 $4699 Need Speed 5 03/00 $3995 Vagrant Story 05/00 $3999 Alien Trilogy PSX 09/99 $14.99 4 Fighter & X-Fighter tlaséas 
3ran Turismo 2 12/99 $3499 Nightmare Creatures 2 06/00 $39.99 Vanguard Bandits 05/00 $3999 Armada DREAMCAST 02/00 $3499 : : 
arind Session 05/00 $39.95 PSX Dual ShockAsstd. Clr 11/98 $28.99 WTC World Race Champ 06/00 $39.99 Bomberman 64 N64 09/99 $24.99 Each plane is customizable 
Jigh Heat Baseball 2001 03/00 $3999 PSX Memory CardAsstd. 09/95 $1499 | WWF Smackdown 03/00 $3995 Cruisin’ USA N64 09/99 $2999 with full 3D control. Choose 
Jot Shots Golf 2 03/00 $39.95 Wild Arms 2 05/00 $4499 DefCon 5 PSX 09/99 $1999 from over 36 aircraft & a few 
4ydro Thunder 04/00 $3995 Panzer General Assault 09/00 $3995 World is Not Enough 08/00 $3999 Fantastic Four PSX 02/00 $2499 hidden ones. Fly around 14 
lackie Chan Stuntmstr 03/00 $3495 — Paper Boy 06/00 $3995 XMen3DMutantAcad 06/00 $3999 F-Zero X N64 09/99 $2999 circuits, blasting your oppo- 
JoJo's Venture 04/00 $2999 — Rainbow Six 12/99 $3795 Zero Divide 2 06/00 $3999 Hydro Thunder DREAMCAST02/00 $29.99 a missiles, rockets 
NINTENDO 64 Lode Runner 64 N64 09/99 $29.99 infograms (Simulation 
Need for Speed 2 PSX 09/99 $16.99 Release: 6 me 
All Star Baseball 2001 03/00 $4995 Dragon Sword 06/00 $5999 Legend Zelda Majora Mask 10/00 $5999 Penny Racers N64 09/99 $29.99 PSX 
Army Men Air Combat 05/00 $49.99 ECW Hardcore Revoltn 02/00 $4995  LooneyTunes SpaceRace 06/00 $4999 Porsche Challenge PSX 01/00 $19.99 
Banjo Tooie 07/00 $52.99 Madden Football 2000 09/99 $3995 Quake 2 PSX 01/00 $29.99 
Battlezone 03/00 $5899 Fighters Destiny 2 05/00 $4995 Mario Golf 64 08/99 $4495 Ready 2 Rumble DREAMCST01/00 $34.99 
GEX 3:Deep Cover 10/99 $5999 Mario Party 2 02/00 $4995 Slave Zero DREAMCAST 01/00 $34.99 ‘STARCRAFT 64° 24th cen- 
Castlevania Spec. Ed. 12/99 $4995 Gauntlet Legends 09/99 $4995 Mario Tennis 08/00 $5999 —Tetrisphere N64 09/99 $2999 tury A.D. Terrans are at war. 
Conkers Bad Fur Day —«-11/00 $5999  Goemon's Great Adv. 09/99 $4999 — Mia Hamm Soccer 09/00 $4995 Tokyo Extreme DREAMCASTO1/00 $3499 But the invasion by 2 
CyberTiger Golf 03/00 $4995 Golden Eye 007 09/97 $3899 — N64 Controller Asstd. Cirs 10/96$26.99 Tomb Raider'3 PSX 09/99 $15.99 eget race aS 
U=—————mmmmmmmmmmmmmms |.) i. |)! 2 Join} N64 Rumble Pak 09/97 $1999 — Trickstyle Skatebrd DRMCSTO2/00 $2999 | Fame pati a et eens 
Banjo & Kazooie as they ee a oe A / : eo the Zerg be the Protoss. 
iii ie an | GAMEBOY | et 2 > Erect & defend structures, 
full of magic, power ups & | NASCAR 2000 09/99 $3999 NTAR { 72 Ay build & deol g 
enemies. The worlds cover} NBA Courtside 2:30n3 11/99 $4499 _Alll Star BB 2001 05/00 $2899 p PAIR I. : UII & Geploy Weapons ¢ 
about 150 areas & 9 boss-} NBA In Zone 2000 03/00 $4499 Bomberman Quest 05/00 $2899 pears / ¥ he Pray ver ncnes straa ee pel 
es, which the pair can} NFL Blitz 2001 08/00 $5999 Crystalis 06/00 $2899 | faa 4H buildings & launch attacks. 
explore together or sepa-} ‘VFL QB Club 2001 08/00 $5499 Donkey Kong Country 2 08/00 $2899 | <—a 
rately. Mini-games are fea-] Nightmare Creatures 2 05/00 $52.99 Dragon Warrior Monster 02/00 $28.99 Nintendo (Strategy) 
tured in every level & play- Release: 6/00 
ers control the spell-cast-§ Perfect Dark 05/00 $59.95 Legend Zelda Fruit Tree 06/00 $32.99 
Nintendo (Adventure) He Mumbo Jumbo. Up to Pokemon Stadium 03/00 $58.95 Looney Tunes Alert! 06/00 $28.99 ‘OGRE BATTLE 64: PER- 
: players can play. Resident Evil 64 41/99 $5995 Metal Gear Solid 04/00 $28.99 SON OF LORDLY CALIBER’ 
Release: 7/00 Sea-Doo Hydro Cross --09/00 $5499 Millenium Winter Sports 04/00 $28.99 Sat ; 
N64 Super Mario Adventure © 06/00 $5999 — Pokemon Attack 07/00 $32.99 SYSD ra eis eae 
Destruction Derby 10/99 $4699 Hercules Legendary Jmy 06/00 $5995  Transformrs Beast Wars 04/00 $42.99 magic spells, & balance unit 
Diddy Kong Racing 12/97 $3999 — Hydro Thunder 03/00 $4999 WWF Wrestlemania 2000 11/99 $5495 SF Alpha Warriors Dream 04/00 $28.99 strengths. Three scenarios 
Die Hard 64 10/00 $5999 Indy Racing League 2K 04/00 $3999  WinBack 10/99 $4995 Top Gear Pocket 2 04/00 $2899 af ae nee cg Ae 
Donald Duck 08/00 $5299 Ken Griffey Jr BB2 05/99 $4999 World League Soccer 2K 05/00 $5499 Towers Lord Baniff 04/00 $32.99 ee ee eae: 
Donkey Kong 64 12/99 $5499 Worms Armageddon 04/00 $4995 Wario Land 3 05/00 $28.99 ae ; Ercan Equip 
Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are subject your armies, set up battle 
to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee applies. All sales | j J ie formations & build skill lev- 
a ie ta eee re i lian: noe : . STON aI See yo 
the "per shipment" charge is charged once for each shipment we make to you. For each US order Ps: Cinder cra in rit gut oa i Atlus (Roleplaying) world from the evil Lodis 
$10.00 will be allocated to a 12 issue subscription to Computer Games Strategy Plus. Call for! Per Shipment $1.25 $1.00 $500 $13.00 $2.00 $2.00 Release: 8/00 Empire. 
details. | Per Item $0.75 $1.00 $1.00 $2.00 $200 $600 N64 
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Huge Game Preview 
It's that time of year again, time for Computer Games Magazine's 

annual preview of upcoming games. This huge guide covers all the 

developers, from the biggest to the tiniest. Our editors leave no 

stone unturned, giving you the scoop on the status of everything 

from potential future megahits to cerebral sleepers. Whether you’re 

looking for the latest on Warcraft Ill, Halo, and Freelancer or you’re 

seeking a guide to coming add-ons for your favorite flight simula- 

tor, we'll have it here.* 


In addition to our special, you’ll also find our menu filled with the 
regular fine selection of reviews, tips, and previews, such as a mas- 
sive Soldier of Fortune guide, a look at whether Heavy Metal: FAKK2 
will fare better than the direct-to-Starz-cable feature film, and 
tests of whether the most expensive multimedia speakers we’ve 
seen yet are worth it. 


And remember our teaser about Jane’s Attack Squadron? The article 
will finally take flight in our August issue, giving you the full scoop 
on this Looking Glass-developed WW2 flight sim. 


PAGE(S) ADVERTISER WEB SITE ADDRESS 6-7, 12-13, 47 Eidos www.Eidos.com 

16-17 3dfx www. 3dfx.com 20-21 Electronic Arts www.ea.com 

55 Activision www.activision.com 37, 79GT Interactive www.gtgames.com 

10-11 Blizzard www.blizzard.com A7 Happy Puppy www.happypuppy.com 
94-99 Chips & Bits www.cdmag.com/chips 8-9, 23 InterPlay www. interplay.com 

87 Cyber World Group _www.goldenpalace.com 15, 26-27, Backcover _ Microsoft www. microsoft.com/games 
43 Cyber Warrior www.cyberwarrior.com | 35 Restless Records www.heavymetal.com 
101-103 Dell www.dell.com 19, 49, 53SSI (Mattel Interactive) www.ssionline.com 

A5 Earthlink www.earthlink,.com 32-33 Studio 989 www.everquest.com 
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" This will be a Bonus Edition feature, so if you’re currently getting the standard issue without the Bonus sections, now’s the time to 
upgrade—along with our preview, you'll get over 700 extra pages of gaming info each year! See page 92 in this issue for details. 


Computer Games Strategy Plus (ISSN 0955-4424) is published monthly by Strategy Plus, Inc. Subscription rate is $9.99 for a one year subscription, $21.95 Canada. Periodical postage 
paid at Rochester, VT 05767 and additional mailing offices. Produced in U.S.A. Standard Mail (A) enclosed in the following editions: 4 & 5 with CD-ROM. Bulk Rate U.S. postage paid, 
Des Moines, IA 50318, Permit No. 4864. Postmaster: Send address changes to Strategy Plus, Inc., PO Box 469074, Escondido, CA 92046. 


COMPUTER GAMES °* JULY 2000 


° 
© 


bringing great 


vaiues home 


™ 


Dell4me 


is all about helping you get the most out of your PC. Here 


are some of the latest services and resources designed for business, 
pleasure, and education that we're putting behind our pledge: 


INTEL® PENTIUM® Ill PROCESSORS at 1GHz. For pure processing 


TM ™ 


power on our Dell™ Dimension 


desktops. Supplies are limited, 
don't get left in the dust. And now 700MHz of processing power 


DELL” DESKTOPS: 


DELL” DIMENSION" | Series 


Affordable Desktop Solution 


# Intel” Celeron™ Processor at 500MHz 

= 64MB SDRAM 

# 7.5GB° Ultra ATA Hard Drive 

#® 15" (13.8" vis) E550 Monitor 

# Intel® 3D° AGP Graphics 

= 48X Max CD-ROM Drive 

= SoundBlaster 64V PCI LC Sound Card 

m™ PC Speakers 

= \V.90 56K Capable® PCI DataFax Modem 
for Windows?” 

# MS° Works Suite 2000 

# MS° Windows? 98, SE 

m 3-Yr Limited Warranty’ 

m 1-Yr At-Home Service’ 


E-VALUE CODE 
89926-500607 


s low as $22/Mo., for 48 Mos.' 


DELL” DIMENSION" xPsT Series 


High Performance, Great Value 


® Intel® Pentium® II| Processor at 800E MHz 

® 128MB SDRAM 

® 30GB’ Ultra ATA Hard Drive 

= 17" (16.0" vis, .26dp) M780 Monitor 

# 32MB NVIDIA TNT2 M64 AGP Graphics 

= 48X Max CD-ROM Drive 

= Turtle Beach Montego” Il A3D™ 320V 
Sound Card 

® harman/kardon Speakers 


DELL™ DIMENSION" | Series 


Affordable Desktop Solution 


# Intel® Pentium® Ill Processor at 667 MHz 

# 64MB SDRAM 

= 7.5GB° Ultra ATA Hard Drive 

# 15" (13.8" vis) E550 Monitor 

# Intel® 3D° AGP Graphics 

= 48X Max CD-ROM Drive 

# SoundBlaster 64V PCI LC Sound Card 

= PC Speakers 

# V.90 56K Capable® PCI DataFax Modem 
for Windows® 

# MS° Works Suite 2000 

= MS° Windows® 98, SE 

m 3-Yr Limited Warranty’ 

= 1-Yr At-Home Service’ 


> E-VALUE CODE 
89926-500608 


As low as $25/Mo., for 48 Mos. 


DELL™ DIMENSION” xPs B Series 


Cutting-Edge Technology 


# Intel® Pentium® III Processor at 866MHz 

# 128MB RDRAM 

= 40GB’ Ultra ATA Hard Drive 

# 19" (17.9" vis, .24 -.25AG) P991 FD 
Trinitron® Monitor 


# 32MB NVIDIA geFORCE 4X AGP Graphics 


# 12X Max DVD-ROM Drive 
# SB Live! Value Digital 


® Harman Kardon HK-595 Surround Sound 


pentiume/// 


Includes Windows 98, Second 
Edition — the home version of the 
world’s favorite software. 


‘Prices, specifications, and availability may Inge 


out nouce. Taxes an shipping charges extra, and 


; - = V.90 56K Capable® PCI Telephony Modem Speakers with Subwoofer vary. Cannot be combined with other offers or discounts 
is available on Inspiron™ notebooks. ' x ileal : ; a . | 

for Windows‘ = V.90 56K Capable’ PCI Telephony U.S. only. "For a copy of Guarantees or Limited 
DELL MOVIE STUDIO. The magic of the movies made easy. = MS* Works Suite 2000 Modem for Windows® Warranties, write Dell USA LP, Attn: Warranties, One 


Capture, create, and share movies using the factory installed 


= MS* Windows? 98, SE 
@ 3-Yr Limited Warranty’ 


# MS° Works Suite 2000 
# MS° Windows® 98, SE 


i Way, Round Rock, Texas 78682. ‘At-Home or on-s 


1394 Card with MGI VideoWave’ III Digital Editing Software, 7 : service provided via third-party contract with customer. 

a ‘ J j; J ' m 1-Yr At-Home Service’ # 3-Yr Limited Warranty’ pete . sn a 
Dell edition. Available on select Inspiron and Dimension 9 Ae one Sandee’ Availability varies. Technician will be dispatched, 
systems — www.dell4me.com/moviestudio if necessary, following phone-based troubleshooting 


AT-HOME SERVICE. Next-Business-Day Service’ is available with 
every Dell Home System. If you have a problem, call 24x7 for 
a tech to troubleshoot with you over the phone. If hardware 


E-VALUE CODE 
89926-500614m 


; low as $41/Mo., for 48 Mos.' 


> E-VALUE CODE 
89926-500623m 


As low as $66/Mo., for 48 Mos. 


Io receive Next-Business-Day service, Dell must notify 
the service provider before 5pm (customer's time). 
Other conditions 


aed Ss .e Woe ee ~ pie ete 48 
apply. ‘For hard drives, GB means 


1 bolic lion byte OS GGG essible capacity varies with oper ratin { 


support is needed after phone-based troubleshooting, a 
technician can be sent to your home or wherever you may 


DELL” UPGRADES: 


environment. “Download speeds limited to 53Kbps 


' . . Upload speeds are less (about 30Kbps) and vary by 

be when you're on the road with our Inspiron notebooks. isda 
madem manufacturer and online conditions. Analog 
PAYMENT OPTIONS. Each of our customers has different needs. phone line and compatible server required. “Online 


So when you're ready to buy, Dell4me offers several payment 
options designed to fit your specific budget. 


JOTEBOOKS: 


Design and Affordability 


® Intel® Celeron™ Processor at 450MHz 

# 12.1" SVGA Active Matrix Display 

# 32MB SDRAM 

# 4.8GB° Ultra ATA Hard Drive 

® Modular 24X Max CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility’’-M1 3D Video 

= 3D° Positional Sound with Wavetable 

@ 53WHr Lithium lon Battery with 
ExpressCharge™ Technology 

# MS* Works Suite 2000 # MS” Windows’ 98, SE 

# 1-Yr Limited Warranty’ 

m 1-Yr Next-Business-Day On-site Service’ 


E-VALUE CODE 
89926-800614 


As low as $40/Mo., for 48 Mos. 


Performance and Mobility 


# Intel® Pentium® III Processor at 600MHz 
Featuring Intel” SoeedStep™ Technology™ 

= 14.1" XGA Active Matrix Display 

= 32MB SDRAM &® 6.0GB° Ultra ATA Hard Drive 

® Modular 32X Max CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility’"-P 3D Video 

# 3D° Positional Sound with Wavetable 

m 52WHr Lithium lon Battery 

® Internal V.90 56K Capable® Fax Modem 

# MS* Works Suite 2000 # MS* Windows’ 98, SE 

# 3-Yr Limited Warranty” 

m 3-Yr Next-Business-Day On-site Service’ 


E-VALUE CODE 
89926-800619c 


As low as $54/Mo., for 48 Mos.’ 


Performance and Mobility 


m NEW Intel® Pentium® Ill Processor at 7OOMHz 
Featuring Intel” SpeedStep” Technology™ 

™ 15" Super XGA+ TFT Display 

= 96MB SDRAM ® 12GB? Ultra ATA Hard Drive 

= Modular Removable 8X2 Max DVD-ROM Drive 

m= 2X AGP 8MB ATI RAGE Mobility’-P 3D Video 

# 3D’ Positional Sound with Wavetable 

m@ 52WHr Lithium lon Battery 

® Internal V.90 56K Capable’ Fax Modem 

= MS° Works Suite 2000 # MS* Windows® 98, SE 

# 3-Yr Limited Warranty’ 

m 3-Yr Next-Business-Day On-site Service® 


<9 E-VALUE CODE 
89926-800628¢ 


As low as $79/Mo., for 48 Mos. 


Printers: 

= HP® DeskJet” 970Cse, add $399 

m™ HP® DeskJet” 952C, add $299 

m HP® DeskJet® 932C, add $199 

® Epson® Stylus Color 860, add $199 
= Epson® Stylus Color 740, add $149 


Scanners: 
m HP® ScanJet® 4200Cse, add $149 
= UMAX® 1600U, add $89 


Power Protection: 
= APC Back-UPS Office 500, add $99 
® Pro 812 SurgeArrest, add $39 


Software: 


= Home Reference 4-Pack Featuring Print 


Shop V 10.0 Essentials;* add $79 


PDMS AS PSPSPS TET! LOSTASPAEASOTO SEEDED ESD LEEPER TESTES OPED INES SLES ESS ES ESOS SEEN IEOEE ALOIS 


Service Upgrades: 


® Dell’ Dimension™ Premier 3-Yr At-Home 


Service’ add $99 
® Dell” Inspiron™ 3800 Notebook 


3-Yr Next-Business-Day On-site Service; 


add $149 


Payment Solutions: 
= Dell” Platinum Visa Card 
® Dell™ 48 Month Purchase Plan” 
® Dell™” E-Check 
(automatic checking withdrawal) 


Internet Service: 


# 1-Yr Dellnet™ Internet Access” with 20MB 


of Online Backup,” add $99 


backup services aes by third-party agreement 


‘ i. ee os mike = cis a8 ahve 
with the customer ited to 20MB of storage; 


additional space available at additional charge. Dell is 
not responsible for lost data. “Software, packaging 
and documentation differ from retail versions. “The 


processor may be reduced to a lower operating 


speed when operating on battery power. Intel, the 
intel Inside ind Pentium are registered trademarks 


and Intel ores » and Celeron are trademarks 


of Intel Corporation. MS, Microsoft, and Windows are 
registered trademarks of Microsoft Corporation. HP and 
DeskJet are registered trademarks of Hewlett-Packard 


3 7 Trinttrn > 94 ff j c oie rararcsart- . 
Corporation. Trinttron is a registered trademark of 


g 
, \¢ ae 
LL 


‘ 4K (ONO Dall Cam > Paneer 
Sony Corporation. © 2000 Dell Computer Corporation. 


Allnghts reserved. 


DeELLAMe.com 


contact us today 


800. 437. 0205 | www.dell4me.com | DAL 
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” 
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Studio Solution, you'll be editing 


1 


Dell’s Movie Studio 1-hour- 
# Intel® Pentium® Ill Processor at 7O0MHz 
# 128MB SDRAM ® 20GB? Ultra ATA Hard Drive 
= 17" (16.0" vis, .28dp) E770 Monitor and factory-loade lect Dimension 
= 64MB DDR NVIDIA geFORCE Plus AGP Graphics desktor eaturi powerful Intel” Pentiur | processors. 
® 8x/4x/32x CD-RW Drive 
® Turtle Beach Montego” || A3D™ 320V Sound Card 
harman/kardon Speakers 
V.90 56K Capable® PCI Telephony Modem 
for Windows" 
MS" Works Suite 2000 # MS° Windows’ 98, SE 
3-Yr Limited Warranty’ ™ 1-Yr At-Home Service’ 
FREE 1394 PCI Card with MGI VideoWave?® III Digital 
Editing Software, Dell’ Edition (Offer Expires 7/27/00) 


“singles or doubles?” Dell Movie Studio 


more way 
ur PC. 


DELL RECOMMENDED UPGRADE: 
= The NEW Canon® ZR-10 Digital Video Camcorder, 
add $899 
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-. BREATHTAKING” 
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INTENSE SINGLEPLAYER ADVENTURE 


nce Ee 


FREE* MASSIVE MULTIPLAYER 


ge 


r 


re | 


FEATURING THE VOICE OF 


Tf 


NOVALOGIC 


(EVIL DEAD, XENA) AS YOUR CHARACTER JAKE LOGAN 


EVERYONE 


CONTENT RATED BY 
ESRB 


NOVALOGIC. 


© 2000 NovaLogic, Inc. NovaLogic, the NovaLogic Logo and NovaWorld are registered trademarks and Tachyon, The Fringe, Jake Logan, the NovaWorld logo are trademarks of NovaLogic, Inc. All other trademarks are property 
of their respective owners. %* With purchase of product. Internet service required. Player responsible for all applicable internet fees. NovaLogic reserves the right to change the terms of service at any time. 
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